
















‘ ,'.«■ ' ■ ■ ir- ■ ■' 

Eltte^stems, AnchorJ^use, Anc 

.\ ..V •- . •• •• • • / •• • 




SI 


mMM 


m 


b't'.kib -.' „ 


^ r 'Sir* ' jf" — 


, ST S,.- ' 






|y:i?>>-j!;! ,. ■' .;• ■!•■■•/■ vr- -- 


Wlir:?s 




WspBCTKOM 

f £6.9S 

COMMODORE 

£ 7»95 

< amstrad 

^£ 8.95 


. '-'.r 


ICJOUf * 




0 "ScoobyDoo" 

^ The First Ever Computer Cartoon! 

Whether he's being hotly pursued at midnight 
■^.^er an eerie castle rooftop, or scrabbling 

the darkness of a creepy old dungeon 
the Hfe^^cogby Is always at the centre of 
L the action, in H^Rcomputer cartoon scooby goes 

WM hurtling through un^Bft|d caverns In a run-away coal- 

^^uck and finds that even a leisur^v paddle with Shaggy In a 
^kety old rowing boat can turn out-tp be an unofficial attempt 
at the waterspeed record when he's Htsued by an angry sh^ 

»x)by Doo the cwM^^ 




^cartoon contain 




Retimes cp^ip^ often 
^scenes of startling 
imated action. We think 
|9(#g to start a 
P^?w craze in com- 
If^t Tles. What do you 
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HOT GAMES FOR OCTOBER 


16 MONTY ON THE RUN 

Gremlin Graphics exciting follow up features the 
best Mole music ever heard 

20 RA C/A/G DESTRUCTION SET 

An extraordinary do it yourself game from 
Activision 

24 BARRY McGUIGAN 

And a do it yourself boxing entertainment from 
Activision 

28 PINBALL CONSTRUCTION SET 

And a do it yourself pinball table from Activision 

30 A T THE EDGE OF WIZARDRY 

John Mlnson teeters on The Edge of the abyss in a 
selfless display of journalistic bravado to bring 
news of The Edge's amazing new role playing 
adventure 

35 PET PERSON 

A do it yourself goldfish bowl from Activision has 
Gary Penn scrutinising the little people . . . 

40NODESOFYESOD 

A do it yourself Moon mole-ing kit from 0dm with 
astonishing graphics and music 

54 NEXUS 

Whereas Gary Liddon looks up at some big people 
as Beyond and Nexus get together 

112 SPY vs SPY II 

More capers on an Island with the black and white 
spies — a sizzling new game from Beyond 


PRIZE COMPETITIONS 


60 JACK CHARLTON'S REMINDER 

Have you filled in your form yet??? 

86 LIVING ON A KNIFE EDGE 

CRL Invite your to run a blade and win 50 of their 
new game Blade Runner * ; 

92 MUD, MUD, GLORIOUS MUD . . . 

C'mon ZZAPPERS — your mag needs you to show 
the others a thing or two In BT's national MUD 
comp! 

94 GOLD MEDALS ALL ROUND 

25 lucky sportsmen can win US Gold's SUMMER 
GAMES II... 

■706 WIN DESIGNER SPORTSWEAR 

With Gremlin Graphics and Monty Mole — there's 
some special Gremlin/Zzap tracksuits to be won! 

7 18 RUPERT & THE TOYM AKER'S 
PARTY 

Argus Press Software have Rupert scarves, 
annuals and 35 copies of this delightful looking 
game to hurl at you if you're clever enough 


OCTOBER FEA TURES 


44 CAN I PLA Y WITH YOUR ZOID? 

Jeremy Spencer (a CRASHing boar) talks to the 
ELECTRONIC PENCIL COMPANY, men behind The 

Fourth Protocol and an exciting new game based 
on the monstrous Zoids .. . 

88ZZAPSTICK 

We start our regular reviews of joysticks 

97 BIRTH OF A PARADROID 

Things are coming to a boil, as Progger Braybrook 
sights the finishing post 

100 FLYING HIGH 

Part 2 of our flight simulation comparisons 

120 MARGIN WAR SHOCK HORROR! 

Rockford and Thing don't see stone to spring, can 
you help? 


ZZAP SECTIONS 


7 EDITORIAL 

More Ed Stuff from the stuffed ED 

ZZAPRRAP 

Your very own words of wisdom revealed 

49 NEWSFLASH 

Some of the month's most shocking headlines 

65 ZZAP TIPS 

Gary Penn's bit in the middle aimed at your 
muddle and intended to fiddle the puzzle, and a 
super map of ROCKET ROGER 

78 WHITE WIZARD 

The Chronicles take a turn for the better with 
more software 

12 1 ZZAP CHALLENGE 

Can the punk make the Scorelord's day? Is the evil 
Ri^nall unbeatable? Can a mere Gosportling do It . 

124 ZZAP READERS TOP 30 

Your personal and democratic choice for the top 
games on the 64 

125 COMPETITION RESULTS 

Yippee! 

727 THE TERMINAL MAN 

Part 2 in our comic strip adventure 



The next issue of ZZAP! 64 goes on sale 10th 
October — miss it at your extreme peril! 
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From the beginning of October 




Gramlin Graphics, Alpha House. 1 0 Carver Street 
Sheffield SI 4FS. Teh (0742) 753423. 


Spectrum 48K 

£7.95 

CBM 64 

£9.95 

Also available: 

— 

Amstrad 

£8.95 
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1 1 / CBM64 


r ' ^ Super fit and desperate for 

^ freedom, Monty makes his daring 
^ escape from Scudmore Prison. 

K Hounded by the bastions of law 
and order, our frightened hero 
I ' finds refuge with the criminal 
underworld who offer him his 
A l-" ' chance to breathe fresh air and 

bask in the sunlight once again. 
Moving from safe mumwi 

to underground lair, Monty must 
select the correct five elements of 
his freedom kit from the many he’s 
offered and not miss out on the ' 
hidden gold coins that will make ^ 
him a mole of leisure. 

At last he’s free but can he make ^^H|||||||||[||l 
the cross-channel ferry on time? 
























[ 


I 

i 



r ' 





























































Postcode 


































U 03 
0 SZ 

-S2 +3 

O 4J "c 
0 3 0 
CLJD U 


LJLJ 

a: 

o 

D 

o 


o 

o 

LL 

O 

LU 

y 

0 

1 

CD 

I — 

cn 

LU 

D 


03 

C 

o 

JZ 

Q- 

_a) 


LU 

DO 

LU 

I 

g 

z 

< 

UJ 

CE 

I 

I- 

UL 

o 

CD 


03 

U 

o 

Q 

h“ 

03 


O 

X 

LU 

03 

D 

O 

X 

oo 

UJ 

CL 


CJ 

_J 

a 

CL 

< 

UJ 

Z 

o 


>: 

X 

UJ 

> 

-J 

LU 

Q 

X 

0 

LL 

03 

Q 

CD 

C\J 

1 

-J 

-J 

< 

LU 

03 

25 


Z x 
o 






























































Postcode 


































03 

c 

o 

JO 

Q. 

X 

(2 


CD 

CD 

0 

Of 
CD 03 

e 5 

"O Z 

is 

x: 
0 
c 
o 

K 
E 

X 

o 



E 

o 

a 

K 
03 

o 

X 
LU 
LU 
X 
LL 

I— : 

CD 
O 
X 

F” 

LL -q 

O iS 

CD ZZ 

D 


■e 

3 


o 

4-3 

0 

O 

X 


0 

0 

.£ 

o 

0 




0 

■D 

O 

CJ 

Q 

f— 

03 


■ • 

^ B 

■i 2? w d 

lisS 

9? 3 (D cu 

Q-'t rTi CO 
CO O 3 

Isii 

O T) S 

C C CD 

O 0 03 
• CD 

CO ^ rn C13 

raM g c 

2 03 o 

p CO 3 
^CO Q.f. 

03 o pro 
> c £ c: 
0 F N Q 

-SeI 

0 0 3 



0 

is 

0 

c _ 

’n 'fi I 

0 y 


0 

jcn 

2 

0 

CL 

•C 

0 

CL 

"D 


m 

3 

5. 

0 

0 

2 o 

E ’c 

O CL 

0 

*o 

0 

CL 


U 



( M HERE 
Tool 








m 










peis 




Shfl*5 


FACING THE WRITS 

Newsfield Ltd, publishers of 
ZZAP! 64 and CRASH magazine, 
have been having a trying time 
of it recently. First EMAP 
Business & Computer 
Publications, publishers of 
magazines like Computer & 
Video Games and Commodore 
(/ser, Gained an injunction in the 
High Court to prevent 
distribution of the August issue 
of CRASH unless a four-page 
'supplement' spoofing their 
Sinclair User magazine was 
removed on grounds of 
breaching SU's copyright. Now 
EMAP has gone the whole way 
and Issued a writ for libel citing 
thiB same four pages. 

The action will be vigorously 
defended for obvious reasons, 
but also because the people who 
work for Newsfield, who live in 
Ludlow (which tends to set us 
apart from the London 
journalists), and who work for 
both ZZAP! and CRASH, 
strongly feel that there is a 
principle at stake. It is th js; In the 
understandable haste to provide 
information faster than one's 
rival magazines, there is an 
inevitable danger that some 
subject matter may not be fully 
digested. This Is especially true 
of games reviews. 

Both CRASH and ZZAP! are 
sticking to their guns about 
reviewing games. YOU 
CANNOT PROPERLY REVIEW A 
GAME THAT IS NOT 
COMPLETELY FINISHED. We 
don't think it's fair to the 
software house concerned 
(even if they may occasionally 
be gratified to receive early 
publicity) and there is a danger 
of misleading the reader. The 
sirnple reason is that the critic's 
opinion has been formed before 
the game is in a properly 
playable state and it must by 
nature be hard to determine the 
true playability and lasting 
appeal at that stage; also the 
resulting review may well 
contain stated 'facts' that are 
made untrue by the time the 
game is fully completed 
because of essential alterations 
to the program. Doing a game 
review from an unfinished copy 
Is like expecting Barry Norman 
on Film 85 to tell you whether or 
not It's worth spending the 


, eno/vA,v ^^rbicf,r, > 
^^atn'/ f^e baf- 


Isfm// /ft- stands 

^ot^g^f°'t?Pcftersb^ ^ ^ thefsr. 

^ ___ ^'^ssab/v 


money to see a film when he's 
only just done the 'location 
report' and the film Is far from 
finished. 

We shall continue to PREview 
games with enthusiasm if we 
are offered the opportunity of an 
earjy look, and continue our 
policy of REviewing them when 
they are finished, attempting to 
be as accurate as possible, after 
playing them with as many 
people as possible involved and 
for as long as the monthly 
schedule makes possible. 

Just to round things off, the 
court writ from EMAP was 
followed rapidly by another for 
libel issued on behalf of Ian 
Hetherington and David 
Lawson, ex-directors of Imagine 
Software Limited, claiming 
damages caused by articles also 
published In CRASH in the 
August 84, CRASH Christmas 
Special, and the February 85 
issues. So far, ZZAP! appears to 
have steered clear of any such 
trouble! But It's mildly 
astonishing to see how much 
heat can emmanate from 
computer games! 
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iXsh/i^ok^sofTh 
s Vmkifa (glurk) 
iedl&lodd.solsc 
d mentioned my < 


pot a letter of complaint frorf 
jvltdland Games Library aboli 
the fact that Vafhaf/a failed tq 
load and that they hadn't 
teoeived lords of Time back. 


gy Claimed that Va//?a//a 

^8M^C)f^llN^of the b 
my part. But they don't e 
eyou enough time to pta\ 
Tie, just to $ee what it wat 


DearUoyd, 

.1 think I have a point df great 
Interest to ZZAPsters . . . 

; Wien I was in a Boots 
^ximputer department recent 
asked for a demo of a game a 
was promptly refused. Then 
some bloke with a bundle of 
loash comes in and gets shov^ 
myriad of games— he had a 
load of dough and he wasn't 


Araitfor a review. And, secondly, 
don't hire mail order-style ^ 
you're bound to get ripped off by 
:h# 'coy^vs'v ' ^ ^ - ' ' -''v: 

MH Evans, Portsmoutli, Hants 

There was a time when software 
^mesmmtJomddn thoir % 
'iassetteihfaYS 0Ot fending or 
Y0ng of their mp§s was in p 

^ntravention of their terms of 
business. Tm sure some stiff do. 
n which case any organisation 


■ ider eighteen. I got my frienc 
have a go at getting a demo 
and this woman said, 'Oh we 
can't allow kids to play games 
S^ithoMtbuying/ 

: This IS RIDICULOUSI If you 
don't seethe game, how can yc 
1>uy it without having to wait tr 
.consutt2ZAP!Jfyoubuya 
^ game from that place, or indee 
many others, and it fails to loa« 


vak/ng the law. Games hiring 
>rams are ana^ema (pain in 
to thh industry, as far 
*i^mncemmf^ As for chain 


ddjit trying them on to see i 
fit and records can usuak 


mes Library*^ they had Ioj 


\Ne'y/e had a pretty mixed bag of letters in this month, most of which 
have managed to drive either Gary Penn or Julian Rignall right up 
the wall. Fortunately I'm a very calm soul who takes the rough with 
the smooth, otherwise there would be hardly any letters left un- 
eaten to print.Teeding them is no problem — as the letters pile up 
on the ZZAP input table and GP/JR mindlessly fumble through 
endless packets of crips etc, many Rrap letters get ingested by 
absent-minded error (after all, a regular consumer of that sort of fast 
food you eat by pouring boiling water on it first, can't be expected to 
distinguish between the taste of a crisp and the average ZZAP! 
letter). 

Anyway, enough of this diverting chat on cuisine, arid on with the 
cheese and onion letters themselves. This month's prize goes to the 
following letter about the problems encountered when you want to 
buy a game ... 


IN DEFENCE OF 
STAFF 

Dear Julian Rignall, 

I want to know what's the matter 
with you. No one seems to like 
you — the Score Lord detests 
you, yet I think you're fab. You 
have massive high scores and 
ar^e the ZZAP! champion which 
deserves some credit. 

The idea of backmumbers is a 
good one as I have missed the 
first issue and I will be taking full 
advantage of them. 

Lee Tuft, Dudley, W Midlands 

/ suppose you're entitled to your 
opinions, hut to most peof)le at 
ZZAP! Towers, the Score Lord is 
about spot on, i mean to say, 
could you spend ail your 
workino hours with the UK 
Defenaer champion ... ? 


IN FURTHER 
DEFENCE OF 
STAFF 


Dear ZZAP! 

Just a few words about the take 
the 'P' out of Gary Penn 
campaign, at least that's what 
you've apparently been running 
ever since his photo appeared in 
the first issue. 

The amount of letters that take 
the 'Michael' out of this bloke is 
amazing, especially since none 
of the writers of these letters 
have actually met him 1 1 was at 
the Commodore Show and 




wandered over to the ZZAP! 
stand to have a chat with Messrs 
Penn and Rignall. Julian (or 'Jaz' 
as I believe he likes to be called) 
was a bit sullen and didn't seem 
to likeworkingattheshow atall, 
while Gary Penn was a great 
laugh. We must have spent a 
good hour exchanging tips and 
chatting about software (I was 
especially grateful for some 
hints on Infocom's Hitch Hiker's 
Guide to the Galaxy). 

So leave the bloke alone! He's 
probably more human than the 
rest of the ZZAP! team put 
together! 

Enough griping though. I think 
your mag Is the greatest and 
working In a well known 
computer shop in the South East 
(I won't say which one) I 
recommend ZZAP! to all 64 
owners I meet. 

Congratulations on a well put 
together and balanced mag. 
Stephen Robertson, Crayford, 
Kent 

Who says we've been running a 
campaign? There's nothing 
wrong with Gary at all apart 
from the complex he's got over 
his constant failure to grow a 
proper Mohican haircut. The 
truth about that infamous photo 
is that it was only taken so that 
Oliver Frey could use it to draw a 
'no no' review face from, but 
then-editor Chris Anderson 
thought it would be fun to use it 
in the magazine. Oddly enough, 
some people DO actually like 
JazGaz, especially when they 
HA VE in met them and can form 
a proper opinion. According to 
Julian, he does remember you 
and was feeling 'really 
knackered, so sorry for the lack 
of communication '. / reckon 
he'd had one too many the night 
before. LM 

How do you know? JR 
'Cosh he knowsh what we're 
like! Hie !GP 


TIPS CRITIC 

Dear Editor, 

Are you stupid! I Why on earth 
did you publish those pokes for 
Airwoif 'm issue 3 without 
realising their effects? 

The first three pokes break 
down the turbo which enables 
games players to load in an 
assembler and save the thing. 
Then in a matter of days the 
game would have probably 
been circulated around Britain In 
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its illustrious hacked form. 

So why did you publish them? 

I think that you didn't even try 
them out and this irresponsible 
action Is rapidly increasing 
piracy which has now reached 
an uncontrollable stage. 

Jas, Walsall (no address 
supplied) 

/ thmk Gary had better elaborate. 

LM 

Thanks Lloyd. No, we are not 
stupid. The first three POKEs DO 
break down the turbo but it 
DOESN'T enable games players 
to save the program out 
UNLESS: (i) they HA VE an 
assembler and (II) they have 
enough knowledge of machine 
code to enable them to save it, in 
which case they WOULDN'T 
need the POKEs to break the 
loader in the first place. 

The POKES WERE checked, 
they work perfectly and from all 
other responses, they were 
accepted in the spirit in which 
they were printed, ie as an AID to 
playing the game, NOT pirating 
it as you seem to think. 

GP 


MALE ORDER 
PROBLEM 


Dear Lloyd, 

Great mag and all that except for 
one large hairy problem, JEFF 
MINTER. He's a right . . . (I think 
it's time we put a stop to all this 
M inter lark — LM^ . . . put him in 
the local zoo where he may be 
appreciated more. 

Also tell Ed Banger that 
Graham Gooch is a very fine 
bowler as well as an excellent 
batsman. He only needs to 
watch the Aussles getting 
thrashed In the tests to prove 
this. 

Finally my sister wonders If 
Carol Kinsey could please fit her 
up with a tall, dark, handsome 
male and how long will delivery 
take? 

Matt the Merciless, Halesowen, 
W Midlands 


Asa matter of fact we had Jeff 
M inter on the phone the other 
afternoon asking whether he 
could write his column again, 
saying that he agreed with the 
ZZ API review OT Mama Llama 
and he was sorry for saying 
those things about us in his 
magazine — at least, the voice 
on the phone SAID he was Jeff 
M inter, but somehow I've got 
the feeling someone was taking 
the Michael out of all of us .. . 


As to the male order enquiry, 
Carol? 

LM 


Thank you Lloyd darling. Well 
Matthevy, it all depends on 
availability. A lot of girls seem to 
be going for the tall, dark and 
handsome range recently and 
we are unfortunately rather 
short up here. Anyway, as far as 
delivery goes he'll have to be 
sent first class parcel post and 



large posters out of youi 
giving them to some oft 
letters printed in the lett< 
section (front covers of i 
and 4 are both equally fo 
would be greatly admire 
anyone who received an 
.them), ' iflK; 
Simon Jefiktii8,Llsbufii, 


Ireland 


knowing the Post Office as well 
as / do he might take some time 
to arrive and be a bit bent when 
he does. I've popped one in the 
post for you so let me knowhow 
you get on. . . 

CK 


SECRET WRITINGS 


DearZZAP! 

I am just writing to tell you of an 
observation I made in issue 4 in 
the the W:)y of the Exploding Fist 
competition. On’the bottorn line 
of the word square search it 
reads ZZAP RULES OK YAH and 
down the left hand side it reads 
GAS IS A BIG HEAD. Did anyone 
else notice this and are there any 
more sentences in the box? 

Neil Fraser, High Wycombe, 
Bucks ' V ^ 

VoU might find n few more if yon 
look hard enough, ns the next 
writer has also observed . . . 

LM 


A FILTHY FIST 


Dear Mr Mangram, 

I am writing in absolute disgust 
about the filthy material 
published in Issue 4 of your 
magazine, disguised as a Word 
Square grid on page 69 (don't 
come the innocent with me, you 
know what I'm talking about). 
For instance, see the 4th line 
down, 8th letter reading left to 
right. Oh my giddy Aunt! But 
wait for it, there Is worse to 
come! See the 9th line down, 7th 
letter reading backwards (8th 
letter actually -LM). Oh no! I feel 




one of my fits coming on just 
thinking about It (Gibber! 
Gibber!) What filth! You'll be 
printing &$%£!! next! 

But seriously Lloyd, old 
buddy, I just wanted to say how 
much I agree with the comment 
on page 6, as I for one was 
fooled by other magazines' 
totally unrealistic reviews on a 
garne. The one in question being 
A View to a Kill, a game which I 
suspect was converted from the 
ZX81. Apart from ZZAP! and a 
few other mags, you couldn't 
see the sky for 'exclusives' on 
this 'amazing' game, as though 
It was a mark of genius on the 
authors' parts (what piffle — 
Tony Crowther and Domark 
ought to be ashamed). Luckily 
though I managed to exchange 
the game for the excellent 
Entombed (well recommended, 
whatever any of the other 
magazines might say to the 
contrary). 

So, I have now made an oath 
not to purchase a game unless it 
is recommended by your 
reviewers and I suggest 
everyone else does the same. 

A little aside; it is beyond my 
amazingly massive 
understanding capabilities as to 
how any of your readers could 
be irritated enough by such 
things as speech bubbles and 
ratings bars to actually write in 
about them! Everyone's entitled 
to their own opinion I guess. 


Colin Moffat, Fordingbridge, 
Hampshire 

PS. A warm welcome to Paul 
Sumner and great sympathies 
for his unfortunate 
disfigurement (the fact that he 
only has 3 fingers on his right 
hand. See page 100, Issue 4). 

Tve come to the conclusion that 
some people just love spotting 
disfigurements — don 't you 
know anything about drawing in 
perspective??! Also, Ifeell 
should point out that word 
squares are randomly made up 
(apart from the necessary 
words) and any other 
resmeblance to a word living or 
dead, is entirely coincidental. 
Filth is in the mind of the 
beholder, so there. 

LM 


MOANERS 

CORNER 


DearZZAP! 

In my opinion I think that you 
have adopted a highiv unfair 



gamers to play games all week, 
every week, whereas most of us 
outside certain offices in Ludlow 
have to go to work to gain the 
finances to purchase the games 
we wish to play. This policy also 


BLANK DISKS 


Top Quality S]" Bulk Packed Disks 
Supplied in 1 0’s with a FREE Plastic Library Case, Labels etc 

10 Single Sided/Double Density* 


10 Double Sided/Double Density* 

50 Single Sided/Double Density* 

(Supplied with a Perspex Storage Box) 

50 Double Sided/Double Density* 

(Supplied with a Perspex Storage Box) 


ONLY £13-95 
ONLY £17-95 
ONLY £59-95 

ONLY £74-95 


« UFETIME WARRANTY * 
* FREE FAST DEUVERY * 


All prices are inclusive of V.A.T. 

Delivery FREE throushout the U K. 

3" & 31" Disks also available 

Bulk Orders, Export Enquiries & Educational Enquiries Welcome 

- Double OensitY is the equivalent of 40 80 Track 


* - r Please Send Cheques/Postai Orders to:* 

, SJB DISKS LIMITED (Dept ZZ^ ) 

3 1 1 Oundle Drive, Nottingham, NG8 1 BN 

Telephone (0602) 782310 


m 


ZZAP! 64 October 1985 9 




Postcode . 

order to ZZAP! 


64 for 


It just isrv't 
correct^ 

Zza 

you haute couture or strut your 
stuff without wear 
height of 
No, there 


your 


hand . . . 

Slinky T-shirts in high quality 
100% American cotton with 
double stitching on neck and 
shoulder seams for lasting wear 
(sequins are an optional extra 
yoLTlI just have to stitch on 
yourself). Adorned with the 
ZZAP! logo and your favourite 
hero, Rockford (well, if you hate 
him, you can always hang the 
shirt up and throw darts at it), 
the T-shirts come in three sizes, 
in pale grey. How can you 
resist . . . ? 

For extra protection against the 
British weather and various 
laser blasts, how about a ZZAP! 
Sweatshirt. These are long- 
sleeved, heavy quality and 
fleecy lined with double 
stitching on neck and shoulder 
seams. Cpiourfast, machine 
washable pale grey and hugely 
irnproved bytheZJ^P! logo and 
(guess who?) the sweatshirts 
also come In three sizes. 

Having got that alien-terrorising 
torso safely covered up, have 
you considered the danger from 
cosmic rays constantly pressing 
down on your head? You have? 
Then it's time to do something 
about it by getting a ZZAP! Cap. 
It probably won't do much for 
the cosmic rays, but it will tell 
everyone you're a conceited 
snappy dresser and make them 
think you get great scores on 
Dropzone. These cotton 
wonders have a stiffening of 
foam, a reinforced peak and a 
snap fastener at the back to 
adjust for big heads. One size fits 
all (except for 2 million plus 
scorers on Dropzone) and they 
come In dark blue with a white 
ZZAP! logo. 


HaiitCoutureM 


voUf P®^ 

^ Please send me ZZAP! Address — 

T-shirts — 

European orders please add 50p. per £4.50 each SD MD LD 

item for the extra postage. Other QiA#oatchirl-c Pft aarh 

countries^y application in writing for SD MD LD ^ enclose cheque/postal 

Please allow 28 days for delivery ZZAP! Caps £3.% each £ 
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as a whole was rubbish. Also, 
the Defender syndrome article 
in JM's column for Issue two 
was a very valid piece of 
criticism on the way complex 
games are reviewed by people 
who don't have the time to offer 
an accurate appraisal. 

Obviously the article embraces 
the rather poor review oi Mama 
Llama In issue one, but in no 
way can it be construed to be a 
direct attack on ZZAP! or its 
staff. The problem Is Industry 
wide, so how can LM's commeht 
'surely the honest course (for 
JM) Is to say openly to the 
editor, "I think this is rubbish. I 
won't write for it",' be justified. 
Maybe LM has access to other 
sources regarding JM's opinion 
of ZZAP! If so, as they are 
unavailable to ZZAP! readers, 
they should either be quoted or 
left out of any discussion. 

Finally, the worst case of 
journalistic malpractice was 
perpetrated by whoever wrote 
the newsflash article on the 
Commodore Show in issue 4. 
Personal opinions of such a 
distasteful and derogatory 
nature are quite unwarranted 
and unwanted, especially as 
everything is so one sided and 
no explanation or justification 
for the opinions is offered. The 
unfair furtherment of a private 
vendetta In such a way says 


And ! can't say ! blame you. O'. 
As you can imagine, the Rignall 
spends all the working day 
preening himself before a mirror 
strategically placed above the 
monitor so that he can 
determine the best facial 
expression to adopt when 
getting a fabulous high score . . . 

Excuse me Lloyd . . . Do you 
think that we really sit here all 
day playing computer games 
only? Who do you think sits here 
and writes the flipping mag? OK, 
so we, do get plenty of games to 
play and that might be a slight 
advantage, but we play them 
just enough to do a review on 
them. Once the review is done 
then (unless we take them home 
after work) we can 't play that 
game again. Can you honestly 
imagine Roger letting me play 
Dropzone all afternoon when 
there are twelve reviews to be 
completed and the letters to 
Wpe by a certain deadline date?' 
The reason why we're an oddity 
in printing the staff's highscores 
is because we like playing 


games and do so after work 
(how do you think we do things 
like solve Entombed before 
anyone else or verify scores 
properly?), and we think that 
readers like to have a target 
score to aim at and a challenge. 

It may seem that we have 
quite a simple Job, but nobody 
ever thinks about who types in 
letters and reviews, chases 
software houses for new games, 
makes sure what we right is 
correct (oops!) and organise 
things like comps (and sort the 
winners), highscore tables and 
tips (they're both jobs in 
themselves). 

JR andG9 (slightly miffed). 

FADE VIOLINS .. . 

LM 


MOAN, GRIPE, ETC 

Dear RK and LM, 

For a long time now there has 
been a particularly nasty form of 
journalism resident In weekly 
music papers, which specialises 
in turning personal grievances 
and opinions about someone, 
into a very public and well 
orchestrated backlash. 

The purpose of this letter is to 
ask the editor why he has 
allowed it to manifest Itself In 
this otherwise highly enjoyable, 
humourous and functional 
magazine. 

As readers will know, the 
current target for personal 
attacks Is Jeff MInter. Now I 
suppose I'd better say that I'm 
not what you Would call a MInter 
fanatic, having only three 
Llamasoft games and that this 
letter isn't Intended as a defence 
of JM In particular. My reaction 
would be the same if the person 
involved had been Tony 
Crowther, Chris Anderson or 
anyone else. 

Right, onto cases. 

Having read Chris Anderson's 
piece on the creation of ZZAP! in 
issue one and JM's column 
regarding the same in issue two, 

I don't see how JM's comment 
'strange how these two old 
enemies should come together 
in the end . . . ' can be regarded 
as 'TOTALLY wrong' as you so 
subtly put it. No reader of PCG 
and CRASH could have called 
them friendly towards each 
other and undeniably they came 
together In so much as two 
senior staff from PCG were 
brought In by CRASH publishers 
to help start ZZAP! Now explain 
to me again how JM came to 
merit the label 'TOTALLY 
wrong', because you must be 
using some strange new 
definition of the phrase I've not 
come across before. 

In his newsletter JM said that 
ZZAP! was 'OK, not brilliant' and 
'not too bad'. Nowhere did he 
say or Imply that the magazine 


gives three certain people (a 
certain Rignall more than most) 
a distinct advantage when it 
comes to setting up high scores. 
This really does get my goat. 

M O'Reilly, Rishton, Lancs 
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7 his Great Game now 
available for . . . 


COMMODORE 64 
AMSTRAD and 
SPECTRUM 


~ - 8ubb<« Bus Software, 87 High Street, Tonbridge. Kent TN9 IRX, Er 


much more about the writer. 
Phrases such as 'complete with 
moronic bunch of Jeff 
worshippers' speak for 
themselves on the matter of the 
reviewer's Integrity and one 
must suppose, on that of the 
editor. 

Having had my say. I'll put it in 
Its proper perspective by saying 
once again that my complaint 
refers only to one small part of 
an otherwise excellent 
publication, which is at present 
the best read for Commodore 
games players. 

Mark Woolrich, Wheatley, 
Doncaster 

Perhaps I didn 't make dear what 
Jeff got wrong by implication, 
something you are now 
repeating, two senior members 
of PCG were NOT brought in to 
get ZZAP! started, neither did 
the two sides come together. 
ZZAP! was starting ANYWA Y, 
whoever did the editing, and it 
just so happened that Chris was 
interested in that function. It 
isn 't so strange that rival 
magazines should appear as 
'unfriendly', nor that the 
personnel who work for them 
should hold each other in some 
regard and end up working 
together under different 
circumstances. So Jeff's 
comments in issue 2 were not 
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strictly accurate and appeared to 
be scoring some points that 
didn 't really exist As to his 
comments in the newsletter, we 
just have to agree to differ — it 
seems to me your interpretation 
of those comments is a touch 
incomplete. 

LM 


GORGEOUS GIRL 
GAMESTER . . . 


Dear Lloyd, 

I am writing to you in despair. I 
am an avid games player but I'm 
female (sniggers from the 
chauvinists). I also love playing 
in the arcades. The trouble is 
whenever I go into one the guys 
are crowded round the best 
machines, flexing their 
joysticks, shouting off their high 
scores and generally hogging 
the games. If I dare to 'insert 
coin' I'm instantly surrounded 
by 'em, all waiting for a rapid 
loss of lives (I like challenging 
'em to a game of Kung Fu so I 
can send 'em sprawling with a 
low kick in the . . . ) 

Anyway, this Is a message to 
all you guys: For goodness sake 
shove over and give us a 
chance! 

Right, now I've got that out of 
my system, how about having 
some 'gals' in the Challenge 
next month. I'd love to deal 
Rignall a crippling blow In the 
Way of the Exploding Fist! 
Martial Arts e}mert Michelle 
Peters, Seven Oaks, Kent 

You would probably do quite 
well too, especially as I've a 
sneaking suspicion thatJaz isn't 
all that hot with exploding fists. 
He had some smart chauvinist 
reply ready like, 'I'd love you to 
challenge me, cos I could show 
you some holds you've never 
heard of. . . ' and such rubbish, 
but I've censored them. 

LM 


A DESPERATE 
SITUATION 

Dear Lloyd, 

I'll come straight to the point. 
WHY DON'T I WIN ANY OF 
YOUR COMPETITIONS? I try. I 
get the answer right but how 
come I never win any of the 
comps? Have you something 
against me, or do you know that 
I used to own a computer which 
will remain anonymous? I'll do 
anything to win. I'll even say 
Rockford is great, well it's worth 
a try. Look forward to hopefully 
winning, or I might just say 
Julian Rignall is a fake. HA! Talk 
about blackmail. 

Robert Jupp, Burgess Hill, W 
Sussex 


I've no idea what your other 
computer used to be, but 
thankfully I have a reasonable 
memory for names, and I'm sure 
yours and your address is 
familiar . . . mmm? Everybody 
stands the same chance of 
winning, Bobsy. Your time will 
come old son. 

LM 

You've already called me a 
fake . . . I'll be waiting by the 
letter box to intercept and 
destroy all future letters and 
entries from you oF bean. 

JR 
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LEVEL HEADED 
MINTER FAN 

Dear ZZAP! Rrap, 

As a Minter fan I read his column 
with great interest. I read every 
word and enjoyed it because he 
spoke his mind, I didn't always 
agree with what he said (his 
criticisms of ZZAP!) but I would 
much rather have a columnist 
who speaks his mind ratherthan 
one who wastes his time writing 
lies about his true feelings. 

In issue 5, Julian Rignall refers 
to all Minter fans as 'too 
frightened to put their real 
names down'. However, as with 
all things there are some people 
who use the fact that they like 
Minter to use him as an excuse 
to write really stupid, childish 
letters (as Filthy Fred did, issue 
5). I am sure that Minter would 


rather not have those people as 
his so called fans for they ruin 
his Image more than any of his 
writing does. 

Anyway, enough of this. You 
can never print too much of 
Rockford and keep up the good 
reviews and comments 
(especially the pictures). 

I must admit that the letter 
from The Edge really bugged 
me. I mean to say, a good game 
on the Spectrum doesn't 
necessarily make a good game 
on the 64. Take JSW for 
example, it doesn't take a biased 
opinion to realise that the CBM 
has better graphics and sound 
and that a translation should 
make use of these facilities (take 
Finders Keepers for example). 
Keith Mc77777777777777777, 
Aberdeenshire, Scotland 
PS Note the real name. 

It's nice to hear from a perfectly 
sane person for once, especially 
when Minter is concerned. We 
understand your point and 
totally agree with what you say. 
The only trouble is that you do 
get this undesirable element 
writing in and getting us pretty 
cheesed off, what other action 
can we take but reply? 

LM 

. . . and talking of The Edge . . . 


CLOSE TO THE 


Dear Ed,^; ' 

Thanks for printing our letter in 
the latest issue. We'd like to 
point out a couple of things 
which follow on from our letter 
and reply to your comments. 

Fi rst Brian Bloodaxe on the ^ 
C64 did not come out 6 months 
after the Speccy BBf BB on the 
Spectrum went on general 
release early in February and we 
launched C64 BB hr\ April 23rd. 
Not quite 6 moqths . . . more like 
11 weeks I, you were uriusually\. 
slow in reviewing the C64 - ' y 
version perhaps? • • 

Second, the price of BB on . 
both Spectrum and C64 has just 
been lowered to £4.95 until 
furtheqnotice. , - - . 

Cheers, The Edge 

Slow in reviewing the C64 . 
version? Could be due to the fact 
that you were unusually slow in 
sending us a review copy 
perhaps? :< . ^ 

LM ■' . 


OLDIE BUT 
GOODIE 


Dear ZZAP! 

At 37 I make no apologies for 
having bought my Commodore 
64 to play top quality games or 
buying ZZAP! 64 as I find the 
superb objective and balanced 
reviews are an invaluable guide 
to the best games software 
available. 

ZZAP! is also a good read and I 


think this is due to the right 
balance between games 
reviews, features and 
advertisements and to the 
excellent artwork, layout, 
creative energy, zany humour 
and amusing editorial credits all 
contributing to the original 
'house style'. 

Thank you for the valuable 
'Better Letter from America' 
games review by Julian Rignall 
in issue 4. Great pity about Blue 
Max 2001, 1 was hoping for 
something a little better. 

Re the ZZAPTIONAIRE I sent 
In. I think it would be a good idea 
to review Atari games if they are 
to be converted to the 64 and as 
long as they do not dominate the 
ZZAP! review pages. 

I would also welcome a 
joystick review as I would 
profiles on Bruce Carver of Raid 
Over Moscow anb Beach Head 
fame. 

One last point with regard to 
other 'serious' computer 
magazines using sneaky 
methods to try to monopolise 
advertising revenue. My advice 
is to stick with ZZAP ! 64 because 
It's the only magazine I am going 
to buy that will Influence my 
purchase of games software for 
the 64 and 1 28 and new 
Commodore hardware in future. 
Philip King, Harrow, Middx 


MEDIATOR TIME 


Dear Lloyd, 

I had to write to you as soon as I 
realised who you were, the 
writer of the silly comments on 
the bottom of CRASH letters and 
author of the ace Merely 
Mangram column. Well to the 
point, as you have already 
guessed I own a Spectrum and 
also a Commodore. I think ail 
this 'mine's better than yours' 
campaign Is a load of ****. As 
everyone knows both machines 
have their little faults such as 
blurs on the Speccy and what 
about the expanded sprites 
which seem to play an Important 
part in a lot of Commodore 
games? 

I say that both machines are 
ACE and people who say things 
like 'doorstops' about the 
Spectrum can start reading 
CRASH a bit more often and 
appreciate the good points of 
both machines. Why not knock 
the Amstrad? Have you noticed 
that the majority of games are 
conversions of Speccy and 64 
ones. I have heard also from a 
friend about an Atari games 
challenge involving Julian 
Rignall and also, while reading 
back Issues of C&VG I saw JR 
behind a Gyruss arcade 
machine wearing a C&VG t- 
shlrt. Anyone else interested 
then take a look at the Sept 83 
issue to see him in his pre 
ZZAP! -days. 

D Guy, Birmingham 

Jaz says . . . That was me when / 
won the 1983 Arcade 
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LOVE THE NEW 
LOOK... 


Dear ZZAP! 

I hate your mag and its layout 
the ratings are designed for 
three year olds, that pathetic 
ZZAP! Rrap is supposed to be 
done by JR and GP, I only 
noticed crummy immature 
comments by Lloyd Mangram 
with the occasional 
Interruptions by JR. At least that 
little bug that looks like a cross 
between a bee, a panda and a 
stalk has been left in, but if the 
staff editor, who's an epileptic 
retard, has anything to do with it 
he'll probably be getting rid of 
that as well. 

Your new chart Is crummy and 
the layout of this is so moronic 
It's pathetic, you shortened It 
because it took up so much 
space, well look how much you 
wasted. What's this ZZAP! 
rating, it's total junk and the 
gaudy colour scheme - 
A^^RGH! 

The games ratings are 
crummy and for schmucks (like 
you lot) you could make the 
ratings stand out more so berks 
who enjoy this magazine can 
see them without spending half 
an hour looking for It. If your 
new editor had the slightest hint 
of common sense he would 
have included the originality 
and added a difficulty rating. 

I'm glad that you got rid of 
MInter and banished him to 
eternal hell wandering the 
Salvanake Forest. At least 
you've done something right In 
your miserable existence. 

I think your scrap of paper's a 
total goof. It's still the best 


though (for reviews), however 
I'm sure your editor will do 
something about this In his own 
juvenile way. 

k Reynolds, Portishead 

/ just wish we had more readers 
like you Mr Reynolds, people 
with honest, straight from the 
shoulder opinions and with the 
courage to express them 
forthrightly, clear-sighted men 
with a view of what is right and 
what is wrong, and the depth of 
vocabulary to state them 
elegantly, noble-spirited 
readers capable of setting an 
example most editors could 
only hope to feebly emulate . . . 
in fact, you have made us feel so 
utterly unworthy of your high- 
minded principles that we 
strongly feel you should turn the 
brilliance of your fond gaze 
towards an organ more 
deserving of your attentions — 
like Commodore User. . . 

LM 


SOME POINTS 

Dear LM, 

I wrote to Chrlssy 3 times 
without a reply (toad)! so you 


Championships. Ido have quite 
a good track record y'know! 
Those were the days before 
CRASH even was thought of and 
Nevysfield was an obscure little 
mail order firm. 

Ah! the good old days . . . but a 
little less of the 'obscure'! As a 
matter of fact, / discovered a 
secret hidden cache of photos of 
both Gary and Julian from pre- 
ZZAP! days. How about this then 

LM 


A NEW VIDEO 
HISCORE? 


Pear Lloyd, 

I am writing to you in aid of 
some help. I know Julian Rignall 
has seen the Rocky Horror 
Picture Show so he'll know why 
I'm asking for Richard O'Brien's 
address. I would very much like 
to get in touch with him and after 
reading he had signed copies of 
T.R.H.P.S sound track I know 
you must have his address. Also 
tell JR I've seen the film 36 times 
but we've just got rid of the 
video. 

P Hartley, Ravensthorpe, 
Dewsbury 

)Ne haven 't in fact got his 
address. The competition was 
done in conjunction with CRL so 
we never needed to contact the 
man himself. If you do want 
further info then you'd best get 
in contact with CRL themselves. 
LM 


KANGAROO MAIL 

G'day Cobberf 
I am officially your first 
Australian reader. I used to read 
PCG but now it has passed away 
so I'm going to try this mag out 
instead. I know that in the first 
issue, MAY, you promised not to 
make references to the late mag 
but I've just received my first 
issue now. Believe it or not it's 
mid July. Enough of that. Late or 
not your mag is still the best out. 
Thanks for boosting the reviews 
and getting rid of those awful 
listings. Thanks again for the 
bonza mag, all of us here at the 
jumbuck ranch appreciate a 
good read around the coolibah, 
sipping our billies and chewing 
ourtuckor 

Steven Meadows;'Dubbo, NSW, 
Australia 

You're not honestly trying to tell 
me that Australians really talk 
like this, are you^ You do^ Then 
Dame Edna was right all 
along . . . 

LM 


are my last hope. As I am to 
writing letters as a brick is to 
water, so I'll put everything 
down in point form. 

1 . How does Rockford escape 
from Cave G {BD 1)7 There are 15 
diamonds to collect but I can 
only find 6 even though I have 
searched hi and lo. 

2. When will ZZAP! give 
advanced warning of the date it 
next hits town (an estimate will 
do). 

3. Readers and Minter stop 
moaning about software in 
chain stores. If you don't like it 
GO ELSEWHERE you zombies. 

4. Keep up the crude 
interruptions JR, I love them 
(and some advice — if you want 
more friends try changing your 
shirt, you must stink because in 
every picture of you, you have 
the same shirt on. Phew)! 

5. Can you please forward my 
high score to the Score Lord as I 
don't know how to enter it: 

Way of the Exploding Fist, 

1 13,200 in half an hour using 
crouch sweep kick or crouch 
punch and if he jumps over you, 
an IMMEDIATE kick to the back 
of his head. 

Over to you LM . . . 

Tim Williams, Newport Gwent 

Thank you Tim. First off, how 
well do you read ZZAP!? On the 
contents page it always says 
when the next ZZAP! 'hits town', 
down at the bottom of the page 
. . . and entering high scores is 
detailed in the ZZAP Challenge 
on the special form. JR is so 
speechless with rage at your 
allegations that he is whiffy that 
I'm afraid / shall have to answer 
for him. What you don 't realise is 
that between pictures there's a 
month and he spends all day at 
the launderette, besides which 
he owns 2,000 identical shirts 
and has never worn the same 
one twice, and — okay, enough 
excuses, / own up, it's all true, 
we have to run a mile when he 
comes in. As for Boulder Dash,, 
the obvious answer is to find the 
other nihe diamonds, dummy. 
TakealookatthePlayingTips— 
kindly Uncle Gary may tell you 
what's what. 

LM 


So much for ZZAP RRAP this 
month. Not a bad bunch, and 
sorry if I haven't got round to 
your letters, there are just so 
many it's impossible to print the 
lot (and other cliche excuses, 
blah, blah, blah). ZZAP is now on 
Micronet AND Compunet, but 
there isn't a 'round the clock' 
manning service, so don't 
expect instant replies because 
everyone's too busy (and other 
cliche excuses . . . ). However, 
you can send in some Rrap stuff 
that way if you would rather. 
For Compunet, just type in 
ZZAP! 64. Steam post letters to 
ZZAP RRAP, PO BOX 10, 
LUDLOW, SHROPSHIRE SYS 
1DB 
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Zoldstar is sripped by war. 

Blue Zoid fishts Red Zold in a merciless 
battle for supremacy. 

Mighty Zoidzilla, Blue Zoid combat leader, lies 
dormant in the hold of your craft, ready for you to climb - 
into its command capsule to merge minds with the 
powerful machine and take control of this bitter 
confrontation. Somewhere in the desolate landscape, the 

Red Zoids lie in wait! 

Landing preparations are complete. The descent begins. 
The task which follows will take you to the very limits of 
your capabilities and imagination. 

LIVE THE GAME. BECOME THE MACHINE! 










48K SPECTRUM • COMMODORE 64 
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Cassette: SPECTRUM 48K £7.95 
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R emember Monty Mole? 
The hero who went out col- 
lecting coal and got sent to 
rison because of it. We-e-e-ll, 
e's back again, a fugitive this 
time and running from the boys 
in blue in this game converted 
from Peter Harrap's Spectrum 
version. 

Cutting short his time in clink, 
Monty, with the aid of Sam 
Stoat, escaped and now it's up 
to you to help him find a boat so 
he can sail away (probably to 
meet his good ol' pal Ronnie 
Biggs). When legging it from the 
prison Monty, In his haste, 
must've taken a wrong turning. 
It's too late to do anything about 
it now, and with the law on his 
tail (do moles have tails?) he has 
to enter a rather odd looking 
building. This is where you take 
over and the adventure really 
begins. 

The actual screens (there are 
around 48) are standard Monty 
Mole platform specials with 
piles of 'orrible thingles a-zoom- 
ing around the place. As you will 
instantly see, Monty took a fit- 


Wanted: Monty Mole 
showed that platform 
games had a lot of life still 
left in them, and this new 
one continues in the same 
vein and is notin vain. It's a 
conversion from the 
Spectrum, but Micro 
Projects Know how to make 
such things work in a way 
that uses the Commodore's 
Graphic advantages to the 
full. The result is a pleasing 
looking game. / think the 
others have said enough 
about the excellent 
music . . . 


What / like most of all about 
Monty is the humourously 
mean tricks played on the 
player constantly. They 
keep you on your toes, and 
often when you die in a 
welter of frustration, you 
can 't help laughing at the 
way it happened. Teleports 
that take you nowhere 
make you wary of using 
them, and even when you 
have worked out the 'safe ' 
coloured beams per portal, 
you can get it wrong — and 
/ have always hated lifts . . . 


Monty on the Run isn't a 
vast game in the sense of 
numbers of locations, but 
you have to use some 
rooms several times, and 
what the programmers 
have packed into each one, 
would make several games 
for some software houses. I 
loved it. 


ness course in prison and he 
now somersaults in true Impos- 
sible Mission style instead of 
jumping. 

When you start the game you 
are given the chance to select a 
freedom kit of five objects from 
a pool of twenty. The objects 
chosen HAVE to be correct 
otherwise you won't be able to 
complete certain screens and 
therefore the game. 

Once the freedom kit has been 
selected it's on with the game. 
The screens are explored in Jet 
Set Willy style and objects have 
to be picked up. If you don't pick 
them up then the game can't be 
solved — unfortunately some 
objects are useless to you and 
some are positively harmful, but 
you won't know that until it's too 
late, but afterwards you won't 
forget, will you? 

There are plenty of hazards 
like crushers (carried over from 
Wanted: Monty Mole) which 
pound up and down and other 
sneaky traps that you can dis- 
cover for yourself (he he he). 
What would a platform game be 
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without humourous denizens 
you may ask? Don't worry, 
there's loads floating about the 
place and they certainly make 
the going tough. All sorts off 
oddities like floating mugs, 
wasps. Things on some Springs, 
hands, blobbles, amoeboids, 
jellyites and other characters 
that are really weird. Mind you, 
nothing seems weird in a game 
with an athletic, somersaulting 
mole! 

The screens are all named and 
you start off in The House and 
soon progress to places like the 
Sewerage Works and the Ult- 
imate Experience. As you go fur- 
ther into the game there are tele- 
transporters and lifts, Troopa 
Truck-WWe screens and — and . . . 
'nuff said. 

Solving the game takes some 
time as there are plenty of puz- 
zles and traps to keep you 
amused for hours and with sus- 
sing out the freedom kit Monty 
on the Run certainly will be a 
tough one to crack. 


TURN THE MUSIC UP 


One of the most striking features 
of Monty on the Run is Its funky 
bop, I mean listen and dig that 
groove baby. Having had quite 
an earful (monitors at full vol- 
ume) ZZAP! thought it was high 
time Commodore synth music- 
ians received some acclaim, so 
Jaz 'my Walkman is so-o-o loud' 
Rignall gave Rob Hubbard, 
composer of the Monty music a 
bell . . . 

Rob Hubbard Is thirty years 
old and has been In the music biz 
since he left school. After 
hearing the music from Acti- 
vision's Master of the Lamps 
and Rock 'n' Bolt he felt inspired 
enough to start experimenting 
with the 64's SID chip and con- 
sequently connected his black 
and white monitor to his hi-fi 
and started to program his own 
music utility. When asked 
whether he used any profess- 
ional utility he said that he felt 
that most of the utilities avail- 
able are very limited with the 
sounds you can create. His own 
utility has been perfected over 
the last four months and he 
constantly makes changes to It 
so he can customize sounds and 
incorporate them into his music. 

Some of his early work inc- 
ludes the music to Master- 
tronic's Action Biker, Confusion 
and Thing on a Spring. Monty he 
considers as one of his best 
pieces to date but thinks the new 
piece of music he's composing 
for Adventure International is 
going to be a lot better, com- 
plete with blue grass banjoes, 
fiddles and a drunken violin. 

Most of his music is sketched 
'out on an old Casio MT30 synth 
but also has a Casio DX7 which 


Groaning loudly when / 
was forced to sit down and 
play what seemed to be yet 
another boring oT platform 
game I found myself sur- 
prised at becoming quite 
hooked. Perhaps it's 
because the game is so 
nutty. What with Monty 
somersaulting around the 
place and getting splatted 
every 2.3 seconds there are 
all these strange creatures 
hoofing around the screen 
at hellish speeds, one of my 
faves being the one with 
the Barry Manilow 
bouncing snitch. The game 
itself is a really, really tough 
one and it took me eons to 
get on to some of the meaty 
screens. It took me slightly 
less than that to die on 
them too! 

During the action an ace 
tune pounds away, 
cornplete with Eric Clapton 
guitar solos and violin bits. 
Truly wonderful. The bit of 
muzak on the high score 
table is another masterful 
composition. The game is 
very difficult and if you 
don't like dying on the 
same bit of screen time 
after time then you may 
find it won 't appeal to you. 
Otherwise it's certainly one 
of the better platform 
games for the 64. 


I 


The first thing that really 
impressed me about this 
game was the incredible 
iece of music that bursts 
brth once the program has 
loaded. Full of 'dapping', 
violins, some nifty little 
twiddly bits and even a 
brilliant guitar solo, it's 
certainly the best I've heard 
on the 64 yet (! keep saying 
that and someone else 
always seems to come up 
with something better). It's 
almost worth buying for 
the music alone! Rob 
Hubbard is a SID chip 
wizard extraordinaire and 
has nearly squeezed every 
last drop out of it. 


Music aside, the game itself 
is a very good and very 
tough platform derivative 
with some excellent new 
touches to it. The graphics 
are also of a high standard 
with some great use of 
colour, definition and 
animation all round, 
although forme they don't 
quite have the impact of 
Micro Projects previous 
masterpiece. Thing on a 
Spring. AH told Monty on 
the Run is one of this year's 
better platform games and 
should prove as popular as 
It's predecessor. 


he says Is a lot better. Once the 
tune has been worked out it's 
over to the 64 to start experi- 
menting. During some tinkering 
he's even accidently stumbled 
upon some of the voices used in 
Monty, although something like 
the drum sounds (trying to 
emulate a SImmomds drum 
sound) took two weeks to 
perfect. 

He feels that he's getting near 
to the limits of the 64 sound chip 
and also finds the three chan- 
nels rather limiting . . . never 
mind, perhaps the new Commo- 
dore Amiga with it's eight 
channel stereo sound will keep 
him happily making computer 
music for a few more years to 
come! 


Pre8entat:ion 86% 

Great scrolling highscore 
table and definable keys. 

GraphicB 86% 

Colourful backgrounds and 
cool animation. 

Sound 88% 

Aurally am-m-m-mazing, 
technically perfect. 

Hookabili^y 85% 

It'sa bittough,butthe hook 
Is high. 

Laatability 88% 

Finishing it will take a fair 
bit of doing. 

Value for Money 
88 % 

A real canary. 

Overall 80% 

Moling about has never 
been such fun. 


\ 
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Elite -the ultimate, award-winning space 
challenge. 

Once the privilege of BBC and Electron 
owners, Elite now takes a giant leap forward - 
onto the COMMODORE 64. (There’ll be 
versions for the 48K Spectrum and Amstrad 
soon). 


Already tested by the intrepid explorers of 
the Commodore press, here - breathlessly - 
are just a few words from their advance battle 
reports. 

“The Final Frontier?” 

(Mega Game, Your 64, June 1985). 

“My favourite... as absorbing and 
challenging as the original. ” 

(Commodore Horizons, June 1985). 

“To explain every element of Elite would 
take a book. . . you’ii run out of energy long 
before Elite runs out of things to show you.” 

( Commodore Computing internationai, 

June 1985). 

“A brilliant game of blasting and trading . . . 
truly a mega-game. . .the game of a lifetime.” 

(Goid Medai Award, Zzap! 64, May 1985). 





RACIIMG DESTRUCTION SET 

Electironic Art:s/Ariolasoft, £S.S5 cass, £1 A.S5 diak, joyetick only 






CAN-AM 

Horse Power: 1500-5000 cc 
Weight: 1600-2150 
Top Speed: 130-200 
Acceleration: 6-8 
Shock Strength: 43 
A fast, lightweight car with 
good all round features. 


J ust when it looked as if the 
computer racing game was 
running out of steam (or 
should that be fuel?), 
Ariolasoft have , seen fit to rel- 
ease a new innovation In the 
form of Electronic Arts' Racing 
Destruction Set. And no mere 
racing game is this either, oh no, 
RDS offers far more. 

For a start, not only can you 
race around any of the multitude 
of different courses provided, in 
the vehicle of your choice but 
you can actually design and 
build your own tracks and alter 
the specifications of the vehicles 
you race with! 

As with all games of this genre 
the object is to get round a deter- 
mined number of laps of a 
course in as quick a time as 
possible and beat the opposition 
in the process. The opposition 
can be provided either by a com- 
puter opponent or a human one. 
If you do decide to race against 
the computer then there are 
three skill levels at which to try 
your luck. Should you find the 
computer too easy to beat then 
you can Increase your own level 
of difficulty. 

The race can take place over 
any number of laps between one 
and nine with one of four differ- 
ent landscapes In the back- 
ground — racing (lots of flags 
and things), motox (tyres, flags 
etc), abstract (lots of op-art type 
lines) and lunar (moon craters 


and the like). You can also 
change the gravity you wish to 
race under from one of the 9 
main planets (Mercury, Venus, 
Earth, etc) or some of their 
moons (lo, Callisto, Titan and 
others). Once you've settled on a 
course and car it's time to act- 
ually race . . . 

There a re two sets of rules that 
you can play under — racing or 
destruction. The latter differs 
from the former in that you don't 
only race around a track, you can 
play dirty, with oil, mines and 
crushers at your disposal. Either 
oil or mines can be added to 
your vehicle along with armour 
for protection and crushers. 

MANIC MOTORS 

If you are going to race around 
the twisting length of a torturous 
track then you will obviously 
need transport in some shape or 
form. There are ten vehicles for 
you to choose from and you can 
modify them to suit your 
requirements (whatever they 
may be)! The variable factors 
are all dependent upon engine 
size and extras carried although 
the figures given are for the 
basic vehicle. 


Horse Power: 25006600 cc 
Weight: 2700-3425 
Top Sp^d: 90-150 
Acceleretton: 5-6 
Shock Strong^: 1 11 
A sloWiLbut powerful, vehicle 
with good traction. 


The vehicle currently selected Is 
shown In ail Its glory at the top of 
the screen with Its specifications 
below. The name, weight, 
power of the engine and other 
such associated attributes are 
shown along with the type of 
tires (well it is American) worn 
and the vehicle's traction on ail 
three road surfaces (with the sel- 
ected rubber wear). You can fit 
street (good all round), slicks 
(best on pavement), spiked 
(excellent traction on ice but 
slow on other surfaces) or 
knobbly tires (good for dirt and 
not so bad on Ice) to your vehicle 
and suitable tires should be 
chosen depending upon the 
composition of the course eg: 
plenty of ice on the course 
means that spiked tires would 
be an advantage. 

Crushers, gallons of oil or 
landmines can be added to a 
vehicle and thus the overall 
weight, should they be required 
for a destruction race. Addition- 
al armour (or armor as the 
Americanism has It) is available 
as a protection against the 
destructive potential of the land- 
mines. 


When Pitstop ii was releas- 
ed we really thought that 
it'd be the be-all and end-all 
of race games. Ariolasoft 
have now come up with an 
excellent new approach to 
the race game which will 
get the racing fanatic's 
blood pressure rising. RDS 
is similar to Pitstop 11 in the 
respect that it is a split 
screen, two player, 
head-to-head option but 
from there on any similarity 
ends. The view is a totally 
new one — a sort of 
panoramic 3D view of the 
cars which fits in 
excellently with the 
program. 


The cars themselves are 
very small and the tracks 
you can create aren 't huge 
but the variety of obstacles 
you can introduce on them 
can be quite fantastic with 
huge jumps, chicanes and 
slopes. Making tracks is 
simple and playing them 
makes the time spent con- 
structing well worth it. This 
is a superlative race game 
and with the two player 
head-to-head and track 
design it makes it a 
program you just can 't 
afford to pass. 
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STING RAY 

Horse Power: 5000-8200 cc 
Weight: 3200-3500 
Top Speed: 110-170 
Acceleration: 5-6 
Shock Strength: 61 
Moves well but can't take the 
ruff 'n' tumbles too well. 


LUNAR ROVER 
Horse Power: 0 cc 
Weight: 1700 
Top Speed: 40 
Acceleration: 5 
Shock Strength : 1 50 
Very slow due to lack of a 
'proper' engine but climbs/ 
grips well and can cope with the 
worst possible tumbles. 


Shock Strength: 93 
A rather useless car of light 
weight, low speed and poor per 
tormance. . 


PICKUP 

Horse Power: 1800-8200 cc 
Weight: 2600-4175 
Top Speed: 80-145 
Acceleration: 5-6 
Shock Strength: 106 
Similar in performance to the 
Jeep only more powerful. 
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This is a really smart racing 
game, even if it does take 
ages to set up. It's a bit like a 
computer Hot Wheels track 
where you can build up 
tracks and hurtle round 
them at silly speeds. 

Although the cars 
themselves are really small 
this doesn 't detract from 
the game at all and in fact 
makes it very effective 
when playing. The two 
player option is a real pile 
of laughs, especially when 
you start land mining one 
another. 


The gravity toggle is ace, 
and hurtling around a track 
su id dally with a stock car 
on to gravity is hysterical — 
you Just fly about the place 
something horrendous. 
With the mega options and 
the track designer (which / 
enjoy using to its potential) 
you can have a brilliant 
racing session. 


A while ago ! heard 
someone was planning a 
licenced version of 
Scalextric, butAriolasoft 
seem to have done a 
similar thing with this, and 
have provided a game that 
you can play on a number 
of differing levels. Initially 
you can spend your race 
time learning how the dif- 
ferent cars behave and how 
best to use the different 
characteristics that they 
possess. At this level the 
game is great fun even if 
only played against the 
computer. Later on you 
may want to get into the 
complex business of build- 
ing your own race track. 


You really are spoilt for 
choice in terms of the the 
different effects that can be 
built in — short and deep 
drops, long gentle drops, 
ice patches, dirt tracks, 
different degrees of 
gravitational puH... The list 
goes on and on. At this 
level the game moves on to 
be something much more 
than just a car race. Later 
still you can start to get 
nasty and turn on the 
demolition stuff, that sort 
of racing will call for 
different tactics as well as 
different equipment for 
your car. 


Because this game offers 
so much variation in an 
area that is very popular 
anyway, it must be a 
winner. The game as a 
. whole is of pretty high 
quality. Sometimes the 
graphics tend to be slightly 
obscure but because they 
work so well the rest of the 
time the small defects are 
more than compensated 
for. An excellent game that 
should endure. 


A good acceleration isn't 
necessarily of the utmost 
importance but a good speed 
most definitely is. Therefore one 
should be careful not to have too 
much weight for the size of the 
vehicle. Keep the engine size 
large and powerful but don't 
take on loads of accessories that 
will weigh, and slow you down. 
A good degree of traction Is also 
of use. 

Once a vehicle has been selec- 
ted and/or modified it can be 
saved to some form of magnetic 
medium, be it disk or cassette, 
for future recall. 


CRAZY CIRCUITS 

On the disc version of RDS 
there are 50 ready made tracks 
to choose from, 19 of which 
are computer versions of real 
life counterparts (eg: Long- 
beach, Monaco, Silverstone 
and Hockenheim) and the 
other 31 are various nasty 
C9mbinations of the track 
pieces available. If none of 
these tracks appeal to you then 
you can always build your own 


MAKIN' TRACKS 

Selecting the track construc- 
tion option presents you with a 
small 8x8 plan view of a circuit 
to build on and a parts box. 
This box contains numerous 
parts such as straights, bends, 
curves, crossroads and junc- 
tions to build with. You simply 
select a part with the cursor 
and move it to where you want 
it to go on tf>e course. The 
piece can then be physically 
altered and manipulated to 
your own specifications and 
can be raised or lowered to dif- 


ferent heights, narrowed or 
widened. The road surface can 
also be changed, chosen from 
one of three — pavement, ice 
or dirt. Once you've finished 
fiddling the piece can be stuck 
back on the track and when 
you are finally content with 
your design it can be saved out 
to disk for posterity, the 
computer checking the track 
for flaws before allowing you 
to do so. 


Presen^at;ion 

A never-ending stream of 
comprehensive options. 

Graphics SO°/b 

Excellent scrolling, 
backgrounds and vehicles. 

Sound "7 mb 

Good title tune and some 
smart sound effects. 

Hookabili^y SG9b 

You really only need to play 
it once to get hooked . . . 

Las^ability S8°b 

. . . and with so many 
options there's plenty to 
keep the Initial interest 
high. 

Value For Money 
04Ob 

The going rate for your 
average game but this is 
certainly better than 
average. 

Overall 55% 

Definitely one for the 
collection. 
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SUPER ZAXXON 

US Gold, £S.S5 case, £1<4.S5 diak, joyatick only. 


Z axxon returns with a 
vengeance in the coin-op 
conversion of the arcade 
hit follow up (wotta mouthful) to 
Zaxxon. Superficially the differ- 
ence between the two looks 
non-existent, but Super Zaxxon 
has a few different touches incl- 
uding tunnels and a dragon . . . 
more of them later. 

For the new 'first time readers' 
who don't know what the hell 
Zaxxon is here's a brief sum- 
mary. Just imagine a 3D scram- 
ble (and DONT ask what 
scramble is) scrolling diagonally 
with your plane, a missile-firing 
craft, flying over it. The plane 
behaves like a real one and is 
capable of climbing up and over 
objects, moving round them or 
even through and under them In 
true 3D style. The action takes 
place over the blue Zaxxon fort- 
ress, with its many hazards and 
deadly gun emplacements, 
forcefields and walls. The object 
of the game is to penetrate deep 
into the fortress and destroy the 
creature that appears at its 
heart, in the first game the 
Zaxxon Robot, In the sequel it's 
the Dragon. 

When you start a game of 
Super Zaxxon you appear in 
front of the familiar Zaxxon 
Fortress. Climb and go through 
the gap In the protecting wall the 
fortress wall. Once that has been 
tackled the hazardous first run 
over the Fortress begins . . . 
destroy as many ground objects 
as possible, especially fuel 
tanks. This tops up your craft's 
fuel supply which Is otherwise 
always diminishing, and fuel is 
essential to your survival — if 
you let It deplete entirely then 
your ship crashes. 

The first run looks, and is In 
fact almost Identical to the orig- 
inal's. Littered around the 
colourful and detailed land- 
scape are roads, planes, an elec- 
tric forcefleld, gun emplace- 
ments, missile silos (complete 
with launching missiles), radar 




dishes and fuel dumps. Occas- 
ionally a heat-seeking missile 
will wend Its way towards you 
and unless you dodge or shoot 
It, it will home In and bring you 
down. 

Once this has been cleared 
you enter a tunnel to get to the 
next stage. Shoot or dodge all 
the advancing alien craft before 
they hit you and before the time 
runs out and you will go auto- 
matically to the next stage. If you 
shoot all the aliens before the 
time runs out then you'll get a 
bonus. 

The next stage is the second 
run over the fortress — even 
rnore hazardous than the first 
(It's almost the same as the 
second run In Zaxxon. Blocking 
your way are several forcefields 
stretching across the playing 
area and extending higher than 
you can fly. There is, though, a 


gap that you have to fly through 
and this is one of the trickiest 
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scape and improved germ- 
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itseif/ more of an add-on to get^ 
imore rhUeage from ixl there are 
of sfmdanhes between, the 
The two rum over the fdrb 
am virtuetfy kfentkef ar^ 
thg^finat confrontation is Just a: 
4^Htped up version of theXirstJ 
;lhe tunriet seguence is the /tto# 
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parts of the game. The best 
tactic to use is to keep shooting 
until your laser blasts go 
through the gap and then you 
can safely follow them through. 

Littered over the terrain are 
more fuel tanks, radar dishes 
and missiles but, thankfully, no 
heat seekers. If you manage to 
negotiate this sector then you'll 
move onto the final screen and 
meet the Zaxxon Dragon. The 
idea is to shoot him before he 
opens his mouth and breathes 
fire all over you. If you manage 
finally, to destroy him (It takes 
quite a few goes) then you'll go 
back to the start and start a more 
difficult run, with thinner gaps to 
fly through and more hostile 
aliens. 


Pre8en1:ateion 

The same as the arcade game, 
with similar options. 

Graphice 77 ^ 

Nice scrolling, detailed terrain. 

Sound 4S^b 

Feeb tune on the title screen and 
a few explosions. 

Hookabilitv 

Initial compulsion to meet the 
Dragon ... 

La8t;abilit;y 

. . . but it becomes boring to 
meet him time after time. 

Value for Money 469(b 

Regarding the similarities to 
Zaxxo/7 rather expensive .. . 

Overall 

But still . . . it's better than the 
first one. 
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VORTRON 

Budgie/Alligatia, £S.SS caaa, joya^ick only. 


V ortron is a rather unusual 
shoot em up from 
Budgie, and the second 
one in their new range. It's the 
usual 'defend your planet 
against the invasion forces' stuff 
but has a few nice twists in the 
gameplay that make it quite an 
unusual little game to play. 

You control of a thingy of 
indeterminate structure, a sort 
of alien that shoots laser bombs. 
In the middle of the screen is a 
planet and this is what you fire 
at. Aliens come from all sides of 


This is the sort of 
mindiess shoot em 

ectMto score wh 
\ O 1 fions of points, and 

that mtmify 
^s up hemg 
towify ^ addic^e. 
h:*spr^£9SOOdfun, 
especiafiy with the new method 
of firing but as with most games 
ofthi^ genre, it tends to pad after 
a whiie. Stiff, its a good^ fhra 
few quid and one Jwouidnt^f 
to bad about spending my 
money on. 
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U nless you're completely 
brainless, you should 
already know what type 
of aame this is from the title! 

Okay, for the really thick ones 
(like JR) this is a shoot em up of 
the seml-3D variety where alien 
things come 'out' from the 
screen towards you. You have to 
blast them before they blast you. 


mm. 


MBT and to 
minoaii ' 
em up is just an ar 
the worst bits that 
ed in any shoot ei 


since it seems so date^ 
though there are a host of dif 
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the scroffing message. These 
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9 time 
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SHOOT-EM-UP 

Alligate, £6.35 caea, joya^ick or keye. 
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to keep thmgs nterestihg. 
Shame about the sound effects, 
a nice Htt/e background tune 
would have livened things up a 
bit Movemmt is good and 
smooth though there s no anim- 
ation invoivmd. An annoying 
feature is thp large pause be- 
tween losing $ ship and starting 
play again, vortron is a pleasant 
game which is fun to piay but Em 
a bit dubious about it's lasting 
appeal. Stiff for the money it's a 
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pooks simple m play (and get 
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the screen and you have to blast 
them, quite tricky with the way 
the firing works. 

Some pretty neat manoeuv- 
ring is needed to blast them all, 
especially on higher levels 


where the aliens are fair whiz- 
zing around the place and It's up 
to the old manual dexterity and 
reflexes to keep you alive. The 
best tactic is to keep to the edges 
of the screen, although not close 
enough for you to be taken by by 
surprise when an alien bursts 
onto the screen. Watch out, too, 
for the strange gravity cond- 


itions and inertia that send your 
thingy tumbling all over the 
screen if you're not concentrat- 
ing properly. 

Once all the aliens have been 
shot (a set number shown at the 
beginning of each screen) you 
can entera transporter and auto- 
matically go to the next level, 
and there are nine in all. 


PreBentation 

No instructions, but then the 
game is simple. 

Graphics 639b 

Simple, but effective graphics'. 

ft 

Sound S89b 

Just blasting sounds 

Hookabilit:y 859b 

Especially with the interesting 
firing. 

o 

La8t;abilit:y 6 1 9b 

Good fun, but does get 
repetitive. 

Valua for Monay 8 1 9b 

A nice shoot em up for three 
quid. 

Ovarall Tl^/b 

Good ol' fashioned blasting. 



You have a set number of 
aliens to destroy per wave, al- 
though some of them are 'hum- 
ourous' and should be quite 
familiar. Uncle Clive for ex- 
ample. Once you've destroyed 
all the aliens on that wave then 
you progress to another, harder 
one. 

The action takes place over 
several types of smoothly scrol- 
ling landscape, from mountain 
ranges to what looks like the 
walls from Hunchback. 


Present;a^ion “79% 

Nice scrolling message and 
appearance. 

Graphics 6 1 9b 

Rather basic, but nice scrolling 
techniques. 

Sound 569b 

Rather average zaps, booms and 
tune. 

Hookab^lity 609b 

Quite fun for a while . . . 

Lastebility 479b 

But just for a while. 

Value for Money 539b 

It'd be better off being a Budgie. 

Overall 469b 

Disappointing shoot-em-up. 


y'know a sort of kill-or-be-killed 
situation. 

The game is presented as a 
view through the screen type, 
complete with a Missile Com- 
mand type cursor that you aim 
for firing. You can also move left 
and right which helps you chase 
ships moving across the screen. 

Your ship Is In constant need 
of supplies, all three; ammo, 
fuel and shields. These can be 
replenished by shooting the 
object connected to the supply 
when it appears on screen. 

The aliens themselves appear 
in front of you and proceed to 
hurl boxes at your screen. If the 
boxes touch the screen then 
you'll lose part of your shields. 
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CYLU 

Firebird, £S.SQ caes, joyatick or keys. 



T he latest cheapie from 
Firebird looks graphically 
a bit like the classic 
Spectrum games Knightlore and 
Alien 8, although the game Itself 
Is a lot larger (about 200 
screens). 

You take the role of Cylu 
who's on a quest for fame and 
fortune. Opportunity knocks 
when his people, the Otsan of 
Eyol, need a new leader with 
wits, speed, logic and cunning. 
They don't care much who or 
what it is as long long as the 
applicant passes their test 



designed prove worthiness for 
leadership, ie wits, speed, logic 
and cunning. A pretty tough test 
it Is too — you have to collect 24 
objects scattered about a very 
large maze and return them to 
the starting point. No mean feat, 
but then you are going for a 
pretty good position! 

The maze itself has many 
traps and puzzles that have to be 
worked out en route. Just for 
starters are the 32 forcefields, 
passed only by finding and load- 
ing the correct processor (CPU) 
into the main computer's I/O 
unit which Is located in the start 
room. When a forcefield Is 
approached, pressing for 
EXAMINE results in a code num- 
ber appearing for the CPU re- 



mm 

room Is msfk jsmaii, taking ug 

mil m 

Cylu every few mVmfes was a 
rml petit, f 

cartographer's delight, but not 
one f d realty recommend, even 
at its cheap price. 


quired and then you can go and 
find it. There are also parts of the 
maze which can only be reached 
by using the teleport system. Of 
course, you need to find the key 
to the system ... life Is so-o-o 
hard. 

To make life just a little more 
difficult is the constant threat of 
losing It by running out of 
energy. As he's moving about, 
Cylu constantly loses energy 
(shown as a bar on screen). This 
has to be topped up regularly by 
using the power pods scattered 
around the maze.Objects, like 
power pods, may be picked up 
by entering a number where- 
upon the object collected is 
indicated by appearing in one of 
five coloured boxes at the top 



ure problems like 
to 

j must 

lot of gamepis^ efmnents have 

massing ^ mud 

bit^0 pfBY* M budget 

price, tktt bad value at all iH you 
have a rainy afyemoon to while 


sPEumuu ' 


cnu 



frr~ — -1^ — 


right of the screen (the max- 
imurn number you can carry at 
one time). To use an object you 
have to Input the number of that 
object on the keyboard and then 
It's under your control. 

Moving Cylu Is done with a 
rotation and forward movement 
control, similar to Asteroids — 
you have to rotate Cylu left or 
right until he's facing the direc- 
tion you want and then push for- 
wards on the joystick to send 
him trundling off In the direction 
he's facing. 

During the game, an efficiency 
rating is given that rises and falls 
depending on how well you're 
doing. Obviously the faster you 
find things and use them the 
higher your efficiency will be. 
The higher that figure, the 
nearer you are to fame and for- 
tune . . . 


Presentiation SO% 

Plenty of options, instructions 
etc. 

Graphice 

Nice 3D attempt but every- 
thing's the same colour! 

Sound ^5Pfb 

Phrrrt! 

Hookabili^ 

Moving about takes a while and 
Cylu's too dependent on power. 

LaBt;abilit;y 68% 

Rather dull with limited appeal. 

Value for Money 72% 

Even at two fifty it's not too hot. 

Overall 65% 

Just above average aardvark. 
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P inball Construction Set is a 
pinball table designing, 
utility, allowing you to 
design, create and play your 
very own pin table. Anyone 
who's seen Night Mission and 
David's Midnight Magic, both 
constructed using this device, 
will realise what a powerful util- 
ity this is. 

The program requires NO 
programming knowledge at all 
to work it, a cliche that seems 
rather over used when it comes 
to any designing game but here 
it is one that is definitely true. 
Pinball Construction Set is an 
icon-driven program so using it 
is simple and designing a table 
takes very little time. 

STARTING OFF 

When you load the program it 
starts with the screen divided 
into two. On the left is a picture 
of a very basic pin table with the 
border and drop chute. On the 
right is a box containing icons 
and pieces of a pin table. Using 
these you can start to design 
your table. 

THE ICONS 

During the construction of a 
table everything is controlled 
using a 'hand' icon. To use 
another icon, say the paint 
mode, you have to put the hand 
over the paint pot, press fire and 
then you can use the paintbrush 
icon. All icons are accessed in a 
similar way and are used with 
the joystick and fire button. 

SHAPING 

There are three icons which you 
can use to redesign the actual 
shape of the table. Using the 
hammer and arrow icons you 
can drag the sides of the table 
around giving its surround an 
entirely original shape, and thus 
make the final product a far 
more exciting game to play. If 
ou happen to make a boo-boo 
happens all the time) then you 
can use the scissors icon to 
'snip' out your mistakes. There 
is also another very clever 
device which allows you to take 
a square of four dots and put it 
anywhere on the table and use 
the hammer and arrow to pull it 
around to make an isolated 
bumper for example. You can 
shape this to suit your require- 
ments and make oddly shaped 
bumpers, tunnels or drop 
targets. 

DESIGNING THE TABLE 

Once you have an idea of what 
you'd like your table to look like 
you can start to design it using 
pieces from the bits box on the 
design screen. Simply move the 
icon over a piece, flippers for 
example, press fire button and 
keep it down. You then can 


I 



e> 





This is a really BRILLIANT 
utility and using it is dead 
easy, even for a non- 
programmerlike me. AH 
the actions are done via the 
joystick and icons and 
within a few minutes from 
loading you can get 
together the basics of an 
original, exciting table, or 
even a copy of an arcade 
one! Putting together a 
REALL Y excellent table 
might need a bit o f thought 
and time but the results (s 
ee the two available on the 
market ^David's and Night 
Mission^ can be really 
stupendous). 


It's surprising how 
enthralling using a utility 
can be and / was surprised 
at my reaction to this one— 
/ didn 't want to put it down 
until I'd finished a table. If 
you want to take time over 
a table then you can always 
save your half completed 
version for future use 
which comes in handy. I've 
really taken to this 
program, it makes a change 
from blowing things up or 
solving a game and / found 
it incredibly rewarding to 
sit down, design my very 
own table, play it and 
challenge my friends to a 
game. 
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I know that the idea of of 
designing your own pinball 
machine may not grip you 
in the places that count, but 
that is probably too 
simplistic a label to put on 
this game anyway. The 
facilities it provides are 
staggering — not just all of 
the normal gates and 
obstructions that you 
would expect to find on a 
pinball machine, but you 
can even alter the sound 
effects, the scoring system, 
the speed and the elasticity 
of the ball. 


The number of options 
open to you are huge, and 
very easy to use. / would 
think that this could keep an 
imaginative mind busy for 
some time, after all it is 
perfectly fair to look upon 
the package as some sort of 
art/ graphics program that 
moves. There aren't many 
graphics packages that 
allow you to play the final 
product, ffthegarne 
subject appeals to you then 
you could do a helluva lot 
worse than pick up a copy 
of this. 


move the piece into position and 
let go of the fire button. It will 
now fall into place on the table 
and will play an active part in the 
game if you want to try it out. 
Once you have laid out the table 
you can start polishing it up. 

FINISHING OFF 

There are several modes which 
you can use to add a really pro- 
fessional touch to your table. 
Firstly you can adjust the table's 
gravity, rather like increasing or 
decreasing the pitch of it. You 
can also adjust the elasticity of 
the bumpers and flippers, the 
speed of the ball and the 'kick' 
that the sides, bumpers and 
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flippers actually give. Once you 
have set these paramaters you 
can then set the scores and 
bonuses of the drop targets, 
spinners, bumpers or anything 
you want. You can also define 
the jingles when the ball hits 
anything which is a nice touch. 

POLISHING THE TABLE 

Once you are really happy with 
what you Ve done you can finish 
the table off using the 'zoom' 
mode. When you gp Into this 
mode you will get a box on 
screen that can move about. On 
the right Is a large panel and you 
will notice when you move the 
square about the table the panel 
will show a large magnification 
of the pixels the square Is over. 
You can use the icon to add or 
take away pixels and thus really 
smooth the sides of the table, or 
even engrave pictures or your 
initials somewhere on the 
playing area. Using this you can 
also draw on the playing area or 
reshape the objects on the table 
to give your design that extra 
professional look. 

WHAT CAN I MAKE? 

The utility allows you to make an 
Infinite amount of tables and 
then use them independently 
from the Construction Set Itself, 
rather like The Quill adventure 


Pinball Construction Set 
has been around for some 
time now and has spawned 
some excellent pinball 
tables such as 
Broderbund's David's 
Midnight Magic and 
Sublogic's Night Mission. 

A riolasdft previously 
released the former of the 
two and have now decided 
(thankfully) to make its 
'father' just as widely 
available. 


The package is incredibly 
simple to use and quality 
results can be achieved 
remarkably quickly, with 
relative ease — the 
multitude of icon driven 
options to hand make it so. 
Once you have got to grips 
with things some really 
classy tables can be 
produced and you're only 
limited to what you can do 
by your imagination. 
Despite its age, PCS is a 
wonderful utility that 
shouldn 't be overlooked by 
any pinball fan. 


writer. Using the program you 
can design your own tables or 
even maKe computer copies of 
some of your favourite arcade 
pin tables. We are currently 
searching for The Black Night, 
Bally/Midway's Spy Hunter and 
Ghost Hunter, and the Williams 
Space Shuttle, some all time 
favourite pin tables to photo- 
graph so we can transfer them to 
the Commodore! 


s 









PREVIEW 


In the depths of London's Covent 
Garden, John Minson comes across 
some Dungeons & Dragons in .. . 


From a Garden in the City, travel 
beyond the Green Door and this 
will brinq you ever closer to the 
Edge. There you will find Wiz- 
ardry/ 

So there i was at The Edge's 
Covent Garden headquarters 
(see, the above all makes sense, 
more or less) to take a look at a 


new game for some magazine 
called CRASH (who they?) when 
top man Tim Langdell asked 
would I like to see their new 
Commodore offering. Wizardry? 
Now am I the sort of person to 
turn down an offer like that? 

Tim had understandably been 
a mite peeved by this mag- 
azine's less than glowing 
reaction to Brian Bloodaxe, but 
rather than unleash the wrath, 
not to mention Primary Im- 
balance of B. Bloodaxe Esq, 
upon us he decided instead to 
offer a sneak preview of the new 
game from Steven Chapman of 
Quo Vadis fame. 

At first glance Wizardry looks 
like an Ultimate game, with its 




perspective view from a fly on 
the wall position. Once you start 
your character moving though, 
all that changes. The floor 
scrolls with you and there are 
only screen changes when you 
change areas. The Edge are 
rather proud of this. 

Your quest is to search the 
castle, level by level, to find and 
defeat its prime evil, a deadly 
elemental spirit. Of course this 
elemental is smarter than aver- 
age and has provided Itself with 
all manner OT defences, so much 
so that Fort Knox looks like a 
paper bag. Each level has its 
own guardian, with unique 
properties, which must be 
defeated first. 

It's all reckoned to be so diffi- 


cult that a help sheet is being 
supplied with the game, and, 
though you're advised to try 
without it first, Tim thinks that 
most people will need the vital 
pointers to playing the game 
contained within. He then set off 
to demonstrate the first level. 

We wandered around a little, a 
nicely animated figure in a solid- 
looking and fully mappable 
castle, when suddenly, on turn- 
ing a corner, we came face to 
face with a Minotaur, all bristling 
armour and weaponry. 'The first 
Guardian,' Tim calmly 
explained. 

While my reaction on encoun- 
tering a creature like this would 
be to make for the nearest exit, 
Tim selected a spell. Tell Tale, 


from a scrolling list to the right 
of the status panel, and a pair of 
blue lips appeared to speak 
above our hero, while lo an 
behold, a clue to the spell need- 
ed to defeat the creature appear- 
ed in a panel to the left. 

There's a good stock of spells 
though some strategy is called 
for because some, such as the 
Invaluable Heal, can only be 
used once. New ones are found 
lying around the place in small 
chests, but almost inevitably 
these may also contain nasty 
surprises (nuff said)! The odd 
invisible one, only revealed by a 
Find It spell, doesn't ease 
matters either. 

The selection of dungeon 
denizens is suitably Imaginative 
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So Tim escorted me through 
the first level and we disposed of 
the bullying Minotaur without a 
fight. When it does come to 
combat though, there's a neat 
system which adds sophistic- 
ation to the arcade adventure by 
giving you wound points and 
hits delivered as well as energy 
loss. It's all much more Ifke a role 
playing game than previous 
attempts to merge adventuring 
with arcade skills. 

Having taken me as far as he 
and unpleasant, with minor 
elements like the cloud which 
pursues you with flashing bolts 
of lightning, and the skull with 
wings that looks like it's just 
flown straight off the back of 
some biker's jacket. 

There's a lot to be discovered 
irr this vast complex, much of it 
providing problems of mind- 
warping difficulty. For example, 
there's a secret door that is trig- 
gered from five rooms away. 
Unless you've been watching 
things carefully, there's every 
chance you won't realise what 
you've done, even if you return 
to the room. There is a connec- 
tion and it ail seems obvious — 
but only when you know how it's 
done! 


Inside The Castle 

■ ' f ' ' ' ■ 

There is a parr of TheStand 
where evil magickhblds sway, 
and has done for many cent- 
uries. The Evil One has taken 
refuge In The Castle and 
appears in the form, some say, 
of a powerful elemental. Your 
task is to penetrate the Evil 
One's defences and destroy 
him once and for all. 

Here is an indication of the 
complexity Involved in fight- 
ing throu^ the first level, as 
seen by the cowering John 
^^nson with his eye on th e exit 

You find that usingfyBlir fe// 
Tale speft in the main corridor 
of the sector reveals * Amaze 
the Minotaur'. You go off to 
seek for further clues, only to 
find a room with an Immense 
skull on the wall — you cast 
your spell again only to reveal 
'Knock it on the head'. Puzzled, 
you search for some while be- 
fore sturribling across a magic 
casket containing spells, one 
of which is a Knock speW. 
Things begin to cUck into 
place, and when you race back 
to the room of the skull, and 


cast your Knock spell at the 
wall i . nothing much seems 
to happen! 

Disjmayed, you search 
further and return to where 
you found the Knock spell — 
the room guarded by a flying, 
disembodied skull — and lo! 
there In front of you has app- 
eared a secret passageway, 
undoubtedly revealed by your 
spell casting. You enter and 
find a whole new region of 
rooms and corridors, and dark 
dungeons too. You find in this 
new complex a symbol em- 
blazoned on the floor, and 
crossing It you feel that 
another passageway has been 
opened up — but where? 
Searching still further, you dis- 
cover a door that wasn't there 
before . . . 

Entering, you find nothing 
but one of the Evil One's 
Guards, a devil like-creature 
floating unnaturally and men- 
acingly in mid-air. You cast 
your Find It speW and lo! a hid- 
den casket appears and you 
grab the Maze spell from It 
before making a dash for the 


exit (rather like John Minson in* 
fact) . . . . J 

Back to the MinotaufJ.where 
you finally piece together the 
I secret pf this sector of the 
castle, and destroy the Mino- 
taur with your newfound spell. 
And In this way you continue 
your quest for the Evil One and 
the flpal conflict 
Wizardry features many fav- 
ourite D & D. items, such as 
usag^f^Hlefls, battling with 
sword^ sorcery and fire balls, 
energy, strength and 'hit' scor- 
ing in armed combat settings. 
The music, not only sets the 
atmosphere and is related to 
the sections within the game, 
but has been designed to act 
as a warning as to what lurks 
within a new location, rather 
like a Hollywood film. An elem- 
ent of learning is required from 
the player In oiscovering what 
spells work best on what den- 
izens of the castle and what 
monsters are most or least eff- 
ected by sword and fire. Watch 
out for a full review next4ssue. 


could go, but having shown me 
a glimpse of the next section 
with its different colour-coded 
scheme (very Habitat, this 
place), Tim began to play a tape. 
So happy are The Edge with pro- 
gram that they've commission- 
ed a soundtrack from a profes- 
sional music company, and its 
nine different themes indicate 
how safe or otherwise you are in 
any one place. There's a pleas- 
ing counterpoint between the 
jogging rhythms and unclutter- 


ed modality . . . (continued on 
Radio 3). 'This one's the final vic- 
tory theme,' Tim said as he fast- 
forwarded the cassette, 'we 
don't think many people will be 
hearing this.' 

Naturally Tim wanted to know 
my reaction to the game. Would 
Zi^P! like it? Well, I explained, I 
can't speak for the reviewers, 
ZZAP! being a model of demo- 
cracy, but as far as I'm concern- 
ed Wizardry Is Magick! 

JOHN MINSON 
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PREVIEW 


The long wait for the Ultimate Spectrum conversions 
is now over. Sabre Wulf is the start of a series which 
will bring most of the Sabreman series to your Com- 
modore. Julian Rignall returned to the jungle to see 
whether Firebird bring good tidings. 


SABRE 

WULF 



Sabre ^Vfv/fmust be one of the all 
time classic aardvarks on the 
Spectrum and, arguably, started 
the craze for mapping just about 
any mappable game. It's over a 
year old now, and even if it is the 
first adventure starring Sabre- 
man it makes you wonder if it's 
really worth releasing. 

For those who've never seen 
or heard of the Ultimate game. 
Sabre Wulf \s a 2D maze advent- 
ure where you have to find the 
four pieces of the ACG amulet 
(Ultimate is the trading name of 
Ashby Computers and Graph- 
ics) and then escape past the 
Guardian. The maze doesn't 
scroll and flicks from screen to 
screen, and in all there are 256 In 
a 16x16 grid, when you move off 
one you automatically go to the 
next. 

In this mass of screens there 
are clearings, paths and 
swamps, most screens just con- 



taining paths and the whole sys- 
tem adds up to a huge maze 
which really has to be mapped 
for you to get on. The paths and 
clearings are all surrounded by a 
multitude of foliage and some 
clearings have huts or lakes in 
them. All the pieces of the 
Amulet are to be found in one of 
the 16 clearings, so when you 
play it helps to know which 
paths lead to a clearing. Once 
you have all the pieces then you 
can set about finding the 
Guardian who, when found very 
near the start but a long way 
from it, obligingly moves out of 
the way and allows you to esc- 
ape from the jungle. 

Just to make things just a little 


more difficult there are creat- 
ures which live In the jungle. 
Most of them pop up in a cloud 
of smoke (materialisations) and 
can be destroyed with your 
sword. Others, the Sabre Wulf 
himself, tribesmen, hippos and 
rhinos can't be killed and have to 
be dodged, although the latter 
three types can be persuaded to 
change direction by a sound 
poke with your sword. 

There are five types of Orchids 
to be found on the pathways; 
_white ones have no effect, 
yellow ones poison you and 
make you feel like a sit down, 
red, blue and purple ones let you 
walkthrough animals (although 
purple reverses the controls and 
blue speeds you up). 

To make life a little easier 
there are extra men to pick up 
(small voodoo-like dolls) and 
also objects, like swords, 
packets and rings to pick up on 
the way to give you extra points. 

This is an almost pixel perfect 
conversion, the jungle Itself is* 
identical to the Spectrum and 
the animals and Sabreman too 
are perfect — as to how the 
game plays, we'll see next 
month when a finished version 
is available. 
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RMOLINOS is an outrageous holiday spoof set on the Costa Brava — a cartoon style graphic adventure full of 
saucy postcard humour, based around everything that can go wrong on a package holiday. 

Why spend a fortune going abroad when you can get Q’PPy tummy in the privacy of your own living room? 

TERRORMOLINOS! Don't make it your last resort! 

Available for Spectrum 48K and BBC/Electron , Amstrad and Commodore 64 at f 7.95 


(BBC/Electron version does not feature graphics). 


Melbourne House (Publishers) Ltd., Castle Yard House, Castle Yard, Richmond, TWIO 6TF. Trade enquiries call 01 .940 6064 
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Barry McGuigan World Championship Boxing. The first computer 
boxing ^arne to give you ‘real-life’ action with all the style and strategy 


of the bio fight. 
Round One. Y 


Round One. You’re up against 19 top boxers including, the champ himself, 
Barry McGuigan. You’d better box ciever to beat these boys. 


Round Two. You’re aiming for the title. Time to create your very own 
boxing partner. You decide how he looks, how he fights. You put him 
through his paces to build up stamina and endurance. 

Round Three. What a fight! What a champ! It’s a knock-out! 



i|W3' 

.< .ri •• 0-. r-J! 


*We know he is the best featherweightbut we thought it was a good line. 
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Available now on C64 Cassette. Coming soori for Amstrad and Sinclair Spectrum. Activision UK Ltd, 15 Harley House, Marylebone Road, London NW1 Tel: 01-935 1428 
Ffom selected branches of Boots, WH Smith, John Menzies, Lasky s, Spectrum, Greens, Woolworth, Littlewoods and good computer software stores everywhere. 
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THERE'S SOMEBOD Y LIVING 


IN MY COMPUTER — PET PERSON 


Gary Penn takes a preliminary look at what 
promises to be one of the most stunning 
advances in computer entertainment yet 
from Activision. 


Have you ever wondered why 
your computer behaves as it 
does? I mean, a computer's only 
lots of wires and chips and 
things, nothing more than elec- 
trical components? You turn 
It on, play a game or two, turn It 
off for the day, never really con- 
sidering what does go on inside, 
for if you were to look closely 
enough, you may be surprised 
at what you might find lurking 
within . . . 

Beneath the circuit boards and 
the dust . . . amongst the bits of 
sarnie that you dropped through 
the keyboard during that last 
hacking session . . . behind all 
those loose bits of solder . . 
there lie people. Computer 
people. Teensy weensy little 
human-like beings that actually 
live in your computer! No-one 
had even known of their exist- 
ence (although It later arose that 
they were aware of us), let alone 
seen one, until recently that Is . . . 


computer people have very sim- 
ilar personalities and traits to 
those of ordinary humans and It 
turns out that they eat, sleep, 
take great care In personal 
hygiene, read, exercise and in- 
dulge In a host of other everyday 
activities. At first these mini- 
people were a little shy and wary 
of their new acquaintances, but 
as time and development pro- 
gressed they quickly learnt to 
relax and became far more 
amicable towards the big 'out- 
siders'. Acting 'head' of the 
research team, David Crane (of 
Pitfall and Ghostbusters fame) 
said, 'It's incredible when you 
think about it, vje've discovered 
a whole new society. We're 
learning more every day, but I 
have a feeling we've only just 
begun. For example, while they 
seem content living in the 
homes we provide, we're not 
quite sure what they bring In 
with them when they move In. 



The Activision 'little computer 
people' research team first dis- 
covered this fascinating phen- 
omenon earlier this year and 
immediately started to develop 
methods of enticing the little 
things out of the darker nether- 
regions of the computer and 
onto the video screen. They 
found that by loading up some 
form of 'accommodation' into 
the computer for them, the 
people were actually 'drawn 
out' Into view, allowing their 
actions and lifestyles to be 
observed. 

After months of taxing 
research the team found that the 


We're very anxious to get a look 
inside the closets.' 

It's this sort of interest and 
dedication that has enabled 
Activision to make these 
'homes' available to the public 
in the near future. 

The home used to coax a com- 
puter person (or 'Pet Person' as 
they were affectionately dub- 
bed) from the computer Is a two- 
and-a-half storey one, complete 
with all the luxuries required to 
live a happy and comfortable 
life. All manner of furniture 
adorns the 'pad' along with 
carpets, full hot and cold run- 


ning water and essential leisure 
Items such as a computer, a tele- 
vision and a stereo system. 

Once a Pet Person has decided 
to move In he will behave as he 
wants to, depending upon his 
personality. He eats, exercises 
and sleeps of his own accord but 
you must remember to keep his 
food and water topped up, lest 
he becomes ill through lack of 
nutrition! Should you be so 
callous as to starve the poor fel- 
low and his health deteriorates 
jDadly, he turns a rather disturb- 
ing shade of green. He then 
starts moving slower and 
slower, staggering about In an 
almost drunken state, until he 
finally pops his clogs . . . sniff! 

Watching the lifestyle of a Pet 
Person is incredibly absorbing 
and Intriguing. When he's 
hungry he trots on off to the 
fridge for some food, grabs a 
few utensils from the cupboards 
and cooks himself a meal. He 
then proceeds to lay the table, sit 
down and consume the food In 
front of you — most Pet People 
even wash and dry up once 
they've finished! 

After such a tasty meal It's 
always nice to sit back in a comfy 
armchair, relax and possibly 
read the latest newspaper or 
book by the light of a lamp. 
Some Pet People think so too! If 
things get a bit chilly the little 
guy takes the Initiative and goes 
out back to cut up spme fire- 
wood with his chain-saw (com- 
plete with realistic chain-saw 
sounds)! When he feels he's cut 
enough he'll stroll back in, dump 
the wood in the fire-place and 
start up a roaring fire! 

As the night draws in and Pet 
Person grows weary after a 
hectic day, it's time for bed. A 
quick drink of water quenches 
his thirst before he makes his 
way upstairs to the bathroom, 
where he politely relieves him- 
self behind the closed door of 
the lavatory (Pet Persons have to 
go too, you know!), flushing the 
loo and washing his hands just 
like his mummy told him. 

And what about brushing 
one's teeth before going to bed, 
eh? He does that as well! Out 
comes the toothbrush and 
toothpaste from the bathroom 
cabinet and away he goes, fur- 
iously brushing from side to 
side, up and down amid an Inc- 
reasing plethora of 'tooth- 
brushy' noises and froth. He 
swills his mouth out and washes 
his handies for the umpteenth 


time, before strolling off to the 
bedroom where he rummages 
through a chest of draws for his 
jim-jams (that's pyjamas to the 
uninitiated). Ah! There they are. 
Into the wardrobe he nips, to 
cover his modesty as he 
changes and a few seconds later 
he's ready for bed. Well not 
quite he Isn't, as he's just real- 
ised that he left the kitchen light 
on and anyway, he's got munch- 
ies . . . 

Pet Person sleeps peacefully, 
dreaming of the new day just 
around the corner and all the 
things that Pet People dream 
about . . . until some Inconsid- 
erate person outside the com- 
puter decides to ring his phone 
that is! This results in a rather 
grumpy little Pet Person clamb- 
ering out of bed and storming 
downstairs to quell the Infuri- 
ating clanging pulsating 
through his head. Just as he's 
about to sit down and take the 
call . . . the doorbell goes. And 
then the alarm clock . . . Aargh! 
This sort of external meddling 
doesn't go down too well with 
most Pet Persons and, quite 
rightly, they get pretty cheesed 
off with their owners (you 
wouldn't (shouldn't) treat an 
animal in this way, so why a Pet 
Person)? 

To cheer him up a bit you can 
always send him small gifts 
such as books and records or 
you can give him a reassuring 
pat on the head if he really gets 
down! 

Believe it or not, it Is actually 
possible to communicate with 
these little people, and in more j 
ways than one. By typing in 
requests via the keyboard you 
can get them to perform menial 
tasks and 'tricks' . . . sometimes! 
As each person has their own 
personality. It doesn't mean that 
you can tell him to run around 
the house stark naked with a 
stick of celery in his ear, music 
blaring as he does so, and 
expect him to actually do it! You 
can hint and say please and he 
might do something — for inst- 
ance informing him (politely) 
that he smells a bit might inspire 
him to take a shower, or asking 
him to 'please play the piano' 
might sway him to do so (even if 
he can't play it that well)! 

Pet People are in fact quite 
friendly and love to let you know 
they are. A typewriter is prov- 
ided for them to 'talk' to you and 
If correctly motivated you can I 
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PREVIEW 


As well as releasing Pet Person 
(see over the page for more 
information) later this year, 
Activision have a couple of 
other titles up their proverbial 
sleeve. Here's a brief rundown 
on what's to come with a 
PROBABLE release date and 
price, but then nothing's 
definite other than the content 
of the games themselves. More 
information next month . . . 


A sort of single screen version of 
Electronic Art's Racing 
Destruction Set with slot cars. 
The game allows you to design 
and build your own tracks in a 
similar way to RDS but (and this 
is a very important but) you can 
actually save the tracks out for 
independent use of the main 
program! Although Fast Tracks 
Is for one player only, there are 
still enough thrills and spills to 
make It a race game worthy of 
consideration. 

Probable Release Date: 

November, £9.99 on cassette 
and £14.99 on disk 


Hacker Is an adventure game 
somewhat similar to System 
15000, but with arcade 
overtones. You start with 
absolutely no information at all 
and must break into the main 
computer of an important firm. 
Later In the game you end up 
zipping around the world via a 
secret underground network, 
trading secrets and everyday 
objects (Including even Beatle 
albums!) and avoiding detection 
by enemy satellites. Gripping 
stuff full of strategy, espionage 
and most importantly, hacking! 
Probable Release Date and 
Price: September, £9.99 on 
cassette and £14.99 on disk 


GAMEMAKER 

From the same author as 
Designer's Pencil, Garry 
Kitchen, comes a new utility to 
enable to design and 'program' 
(I use this term very loosely as it 
doesn't really apply) your own 







games quickly and easily. It 
utilises the same sort of 
comprehensive approach as DP 
with joystick controlled 
'commands' and contains 
sprite, character and 
background editors as an aid to 
'building' games. 

Probable Release Date and 
Price: October, £14.99 on disk 
only 

BALLBLAZER 

This Atari classic (as briefly 
mentioned last issue) could well 
be available on the Commodore 
around Christmas,so long as 
Lucas films consider the 64 
conversion good enough to 
release (such perfectionists)! If 
not, the game will never see the 
light of day on the Commodore 
— AAARGH! The version we've 
seen is brilliant. If a little flickeiy 
and slow In places, but this 
doesn't detract from the 
incredible playablity of the 
game. Lucasfilms obviously feel 
otherwise. Oh well, we live in 
hope . . . 

Probable Release Date and 
Price: This Year?, £9.99 on 
cassette and £14.99 on disk 




PET PERSON 

get them to say 'hello' and tell 
you how much they like you (un- 
less you've been a bit rough with 
him, in which case I wouldn't 
exactly expect him to turn round 
and say 'thankyou'). 

As well as having a literary 
talent. Pet People have their own 
language. If you were to eaves- 
drop on a phone call, say, you 
would more than likely hear him 
babbling away in a rather 
strange tongue, consisting of 
muted murmurs and 'wah wah's 
similar to those used by Snoopy 

36 ZZAP! 64 October 1985 


in the Peanuts cartoons. They 
also tend to talk to themselves 
quite a lot, especially when 
behind closed doors! 

There's Someone Living in my 
Computer will be released by 
Activision towards the end of 
the year on disk only. At the time 
of writing the name Is subject to 
possible change and there are 
still quite a few additions to be 
made, but this Is potentially the 
most exciting piece of software 
yet I've seen this year. 


And a couple of names to look 
out for . . . 

FUTURE BALL (something to 
do with balls In tubes). 

ALTER EOO — not SO much a 
game, more a way of life. A 
program where you make your 
own decisions as to how you 
should grow-up and live, 
complete with all the problems 
one would expect to encounter 
during the stages of maturity eg : 
sex and dying, to name but two. 

KORONis RIFT — from the 
makers of Ballblazer and Rescue 
on Fractalus, Lucasfilms, comes 
a brand new program with 


stunning graphics and 
gameplay. As Activision have 
the rights to release the 
Lucasfllm games in Britain (only 
the aforementioned two at 
present) It does look as if we 
know where this next one's 
going to come from ... ^ 
Unfortunately we've seen 
(lovely screen shot) and read 
(translation courtesy of Franco 'I 
should have been a linguist' 
Frey) nothing more than a piece 
in a German computer 
magazine. Happy Computer. But 
from what little information was 
there, it does sound promising, 
so keep your eyes peeled and 
your ears close to the ground for 
the next couple of months. 
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This is the one for you 



Saturday 26th and 
Sunday 27th October 
The Novotel Exhibition Centre 
Hammersmith 


Events 


Competitions 


Advice 


Bargains 



More an experience 
than Just a show! 




^tilbmon'felt® catering and rest areas for those tired 



Plenty of bargains 





) 





^ecTafSfferefoi-^^^^^^^^ our exhibitors to bring lots of bargains and 



A Show with pedigree 



show^^^ user Shows, so you can be sure Its going to be a great 



Miss the queues, save 
money, win a Koala 
Touch Pad 


Y 


too! could win a Koala Pad Touch Tawet 
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Wthough Raskei isf yet anothk 
\dBfenaer (kitivaUve there*i 
) 0 U)u_gh new_featui^s in it to foe 
pt>t/ into believing if$ an origins 
fawcepf. The initial impressioi 
pav^5 you thinkif\g Raskei h 
very similar to thapother son o 
^Defender, Sheep ifj Space, bu 
mfter a few minuti^s piay firm 
wou soon realise thkt a lot mob 
'depth and imagination involvea 
The graphics are nice and slia 
involving some \iery smooU 
mutthspeed scrolling. Ship con 

I pi is good and responsive 
here's just the right amount 0 
wmentum to make movemen 
seem realistic but not so mud 
as to hinder you. Solid soum 


the nicest T^^der clones i 
seen fora long time, ff shoot 


Kaskei doesn t offer much in the 
way of onginallty (it is really a 
Defender clone) it does have 
plenty of fast, furious action to 
keep you busy. 
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piay. The soM effects Bb pat 
ticularly good and the i^ed a 
the game itself is very fast 
Graphically it hasn't edm 
ness of Dropzone although th< 
iandscdpes are colourful anc 
varied, the aliens are particular 
ly vicious and reaching leve 
twenty will take a fair bit of laser 

■ 3. It's a shame there weren" 
tailed instructions with tht 

I d out by trial and erro 
ough playing the game. Still 
f an excellent game and a 
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ALIEN 14 


R askei puts you on a two 
way scrolling planet with 
the mission of defending it 
against marauding aliens. 
Sounds familiar? Yup, you've 
guessed it, it's a Defender vari- 
ant and a very good one at that, 
and it comes from a new budget 
label with the men from Alligata 
behind it. 

When you start the game your 
ship rises up from a vehicle on a 
track at the bottom of the screen. 
This is what you have to defend, 
if the track on which it sits gets 
totally destroyed then the planet 
will be blown up and you have to 


fight it out in space against loads 
of aliens. 

The vehicle scrolls with you all 
the time and is totally unarmed 
apart from a track bomb which 
when set off destroys every 
alien on the track. 

When you start the game 
(from any level up to nine) you 
are given a certain amount of 
aliens to destroy. If you destroy 
them all then you are given a 
bonus and advance to the next 
wave. Unlike the track vehicle 
your ship is pretty well armed 
with a high power laser cannon 
and a shield which is shown on 
screen as a number. It starts at 
20,000 and goes down every 
time you get hit by an alien or 
when you blast aimlessly. 

The aliens warp in at the start 
of the wave and instantly start 
zooming about the place firing 
crazily. Some drop to the bottom 


of the screen and start to attack 
the track. Of course when this 
happens you have to start blas- 
ting them instantly otherwise 
you lose your track and con- 
sequently the planet. When that 
happens you are forced to start 
the wave again, only this time 
with faster and more numerous 


aliens. 

There are twenty levels in all 
that should keep the trigger- 
happy person quite busy for 
considerable amount of time. 


Presentation TBRb 

Level selection, but sparse 
instructions. 

Graphics 7S% 

Colourful, fast and smooth. 

Sound 61% 

Brilliant blasting noises and FX. 

Hookabili^ 83% 

Who can resist a good blast? 

Lastability 8 1 % 

With twenty levels you'll need 
all the skill you can muster. 


Value for Money 80% 

A great shoot em up at a really 
cheap price. 
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Budgie/Alligata, £8.88 caee joyatick only 
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BWCI 


The return of the legendary crusader - skilfully fencing 
his way through twenty screens of mystery and danger! 

DISK CASSETTE 
Available for 4^0 O'? ^*1 /I Qc; 

Commodore 64 & Atari X,l£L*yD 


U.S. Gold Limited, Unit 10, The Parkway Industrial Centre, 
l(i®yB))) Heneage Street, Birmingham B7 4LY. 

Datasoft is a ^gistered trademark of Datasoft, Inc. Zorro is a registered trademark of Zorro 
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There is still a distinct lack 
of arcade adventures on 
the 64 so it's always a 
pleasure to see somebody 
releasing one — especially 
when its as good as this! 
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T here have been some 
rather weird signals emit- 
ting from the moon lately 
so you, Charlemagne 'Charlie' 
Fotheringham-Grunes, have the 
task to pop up there and see just 
what is going on . . . 

The game begins with you 
trudging about the surface of the 
moon, complete with spinning 
Earth low on the horizon, moun- 
tains, rocks and craters. 

Don't fall into a crater as soon 
as you start, you have to find a 
friendly mole who will help you 
on your quest. A mole on the 
moon, you cry. Wei I, yes (it must 
be all the cheese) and you have 
to capture the little devil as he 
pops up from behind a rock. 
Capturing him (he must be a him 
'cos he's got braces) isn't too 
hard, just jump over him and 
he's all yours. These moles are 


good little creatures and can 
help you in the game by burrow- 
ing through certain walls to 
allow access to other caverns. 

When you have your mole, 
you and he can leap into a crater 
and fall into the cavern below, 
which has ledges, monsters and 
(sometimes) floors. Most of the 
monsters are a right pain and 
continually try to crash into you. 
When they do they'll sap some 
of your lire energy, if it dimin- 
ishes to a certain point our hero 
has to sit down to recuperate. If 
it gets to a critical point then he'll 
lose one of his three lives 
(although there are extra ones 
which you can pick up). 

You can use ol' moley-babes 
to help you out in these situa- 
tions; pressing up on the joy- 
stick will bring him into action. 


The graphics are first class 
with some excellent, 
atmospheric backdrops 
complemented by an 
equally atmospheric and 
soothing piece of music 
(along with the great tune 
on the tide screen and the 
game over music). The 
characters are eloquently 
defined and brilliantly 
animated with fantastic 
cartoon-! ike qualities — 
Odin's attention to detail is 
certainly commendable. 


There's plenty to explore 
and most importantly, 
map, meaning that 
collecting the eight 
alchiems to unlock the 
cavern containing the 
monolith is by no means 
easy, but it is very 
absorbing and enjoyable. 
Nodes ofYesod is Odin's 
first release for the 64 and 
hopefully it won't be their 
last. In fact it won 't be, or 
rather it isn 't since they're 
releasing another 
promising game of the 
same genre in the very near 
future — Robin o' the 
Wood. 
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This is definitely one of the 
best aardvarks rve seen on 
the Commodore. The 
graphics are superlative 
with fantastically coloured 
rocks, crystals and bould- 
ers and brilliantly defined 
and animated aliens. 
Exploring and mapping the 
game will take quite a 
white, solving it will take 
even longer. There's plenty 
to do and discover and 
whilst you're doing so a 
great atmospheric tune 
burbles away. Other bits of 
music are excellent too, 
especially on the title 
screen. The instruction 
booklet that comes with the 
game is a mode! example, 
complete with a piece 
about Charlie himself that 
is cleverly amusing. One 
look at Nodes of Yesod will 
get you hooked— just try it. 


"ONE OlflNT STEP . 
EOR AAWKINP" 


Charlie will stick where he is and 
you'll be able to move the mole 
about the screen. By simply 
crashing him into most 
monsters you will find that 
they'll explode, although some 
of the animals are immune to 
moley's death grip. 

These monsters will pester 
you the whole time you're on 
your quest to find the Monolith, 
the objective of the game. To get 
It you have to collect the eight 
keys, or alchlems as they're 
known. These are littered 
around the 256 screens so quite 
a bit of exploration is necessary. 
The alchiems are made of 
crystal and have to be picked up 
by walking over them, once 
picked up they're yours, well, 
until you meet the red spaceman 
ghost. This unsavoury character 
who pops up from time to time 
will swipe one of your alchiems 
if he touches you, so you'll have 


to avoid him at all costs. 

The task of exploring the 
whole system is not a simple 
one and a little cartography 
would not go amiss. The whole 
underground network com- 
prises of many separate cav- 
erns. Access to most is only pos- 
sible If you use your burrowing 
chum, just get him out of your 
pocket and put him against a 
wall. If the wall is diggable then 
he'll burrow his way through in 
next to no time, digging a big 
enough space to allow you to 
squeeze through into the next 
screen. 

Throughout the caverns there 
are many weird things which 
either help you or help ruin your 
game. Whirlwinds for Instance, 
if touched, transport you to 
another cavern in a different part 
of the game. There are also the 
added hazards of huge, deep 
shafts down which you can 


plummet and lose a life . . . mind 
you, there Is one massive shaft 
you may tumble down arms 
flailing, that has a powerful up- 
draught allowing you to land 
softly. 

There are things called gravity 
sticks which you can use to help 
you along. These, when planted 
in the ground, cause a gravity 
field to be transmitted which 
results In the destruction of all 
nrionsters in the immediate vic- 
inity — handy, especially when 
your life energy Is at its lowest 
ebb. 

There's also a novel aspect to 
Nodes. As with the current 
vogue for music specialist re- 
mixes, Odin have done a 'disco' 
remix of this game, so on the 
other side of the tape, should 
you be bored with sedate moon 
Gravity, you can play the super 
fast 'bop' version — it's quite 
different In 'feel'. 


Well packaged and 
documented with good 
options. 

Graphice S6% 

Superbly defined and 
coloured backdrops, 
brilliantly animated sprites. 


Excellent tunes 
complementing the game 
perfectly. 

Hookabili^ 97% 

Overwhelming urge to 
explore the depths. 

Laatabili^y 94% 

It'll take a long time to 
recover the Monolith. 

Value for Money 


Such a mega game for a 
measly price. 

Overall 95% 

Simply the best aardvark to 
date. 
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MR DO 

US Gold/Dataeof^, £S.S5 cass, £14.35 caaa, joya^ick Cleft or right handed] 



010000 


T his highly original game, 
the arguable father of 
Boulderdash, was a very 
popular arcade hit during 1983. 
The original Universal game* has 
been perfectly copied by Data- 
soft under official license. 

Mr Do is a clown although at 
the moment not a particularly 
jolly one. He's stuck In a surreal 
candy striped underworld and 
there are meanies trying to get 
him from everywhere, what a 
predicament! The only way of 
escaping is by either collecting 
every single cherry that's dotted 
about the screen or by destroy- 
ing all the persuing monsters. 
Even then it's a case of 'out of 
the frying pan into the fire' and 
onto an even harder screen. 

When you start the game you 
find yourself atthe bottom of the 
screen which has a few tunnels, 
apples, cherries (in groups of 
2x4) and a door in the centre of 
the playing area. As the game 
commences, red creatures 
emerge from the door and give 
chase. It Is your choice whether 
you start burrowing through the 
ground or charging through the 
tunnels. 

There are two ways of finish- 
ing the screen. Firstly you can 
eat all the cherries and the best 
method is to run over a group of 
them in one go. If you get eight 
cherries without stopping 
between any of them then you'll 
get a 500 point bonus. 

The other way is by killing all 


the ravening monsters. To do 
this you can use two methods. 
When you start you are given a 
magic powerball that may be 
fired at any time. This bounces 
up and down the passageway 
until it meets a nasty which it 
destroys by exploding. The 
other technique is to drop one of 
the apples Boulderdash style 
onto the persuing denizens. 
Usually it Is best to tunnel up- 
wards under an apple and wait 
until there's more than two bad- 
dies coming upthe tunnel. Move 
left or right and let the apple 
drop on their unsuspecting 
bonces. 

As you progress through the 
screen you sometimes get a 
creature that emerges from the 
top with a letter on it's chest 
(E,X,T,R or A). Destroy this and 
the letter appears at the top of 
the screen. The other way to get 
these letter monsters is by wait- 
ing until all the red nasties have 
emerged. When they do then the 
door turns Into an item of food. 
Get this and the red nasties 
freeze and a letter monster 
emerges to give birth to three 
more 'orrible blue meanies 
which give chase. You can 
squash these as usual, but only 
one at a time since the monster 
following the one that has just 
been squashed will eat the 
apple. If, on the other hand, you 
squash or blow up the letter 
monster the blue ones will turn 
into apples and fall. This Is quite 


useful — if you can catch the 
letter monster at the right time 
then you can squash most of the 
red nasties as well. Once the 
letter monster has been destroy- 
ed then the red ones will un- 
freeze and chase you at an even 
faster rate. 

If you manage to destroy the 
correct letter monsters and spell 
out EXTRA then you'll automat- 



uatasott 
Wa done abso- 
wonders in 
^converting thiaace 
arcade garm. Ifs 
been a long time 
coming but tbe wait has been 
worth it — hare stands, surely, 
the best version of Mr Do an any 
micro, if you liked the original 
then youll0Solutelyadorethis, 
ffs got all 'f he features, ^es, . 
cartoons aikl is as graphically 
identical as is possible (marred 
only by the fact that the present- 
ation has to be in horizontal 
screen format). The game itself 
Is, immen^iy bookable aifd I 
found myseif (and still do) going 
back to it again and again to 
push my score up Just that little 
bit more, ff you have a Mr Do 
machine near you don't bother 
to play it any more , . . go out and 
buy this brilliant conversion 
now and save yourself a bit of 
money. 




m^gh md 
-nowe have 
gaheplay ai 
mm. Now thi 
at kst arrive 
the original 
iSimring the 

i/p ightscr^ 


i d^n 't find'ptW^f enjoy^g the 
game as usedm, but 

thi n that's Irfl Md be expected 

I h :e the sprouting a 

w grey hmP^mtill, this is an 
exiellent arm0^n version and 
ft V /// definih^ appeal to ardent 


'f % of the 


ically finish the screen, go to an 
amusing animated cartoon and 
be awarded a bonus life. 

After every third screen you 
are rewarded with a cartoon 
style screen where you are given 
a 'very good' message and told 
the time and scores for the three 
previous screens. 


Presente^ion 87% 

Novel left/right hand joystick 
options and amusing 
intermissions. 

Graphice 78% 

Identical to the arcade game. 

Sound 63% 

Quite a few tunes, identical to 
the^rlginal. 

Hookabilit:y 86% 

With 'free' credits you want to 
keep at It. 

Laatabili^y 68% 

Screens get harder but are 
rather similar. 

\ 

Value for Money 63% 

If you still play Mr Do, a good 
investment. 

Overall 75% 

Excellent conversion, but a bit 
dated. 
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Mercenary - a unique combination of flight 
simulation, adventure and arcade fun. You choose 
the action. 

There is complete freedom of movement in 
a truly three-dimensional vector-graphic environ- 
ment Graphics of exceptional speed create a 
very realistic experience. 

You’ll never play the same game twice. 
Random elements attempt to seal your fate. 

Your interaction is crucial. 

Mercenary presents an«bsorbing challenge 
that you will accept again and again. 


IMITIAL RELEASE ^ 

FOR COMMODORE 64 ATARI 48K 800 XL 130 HE 

CASSETTE £9.95 DISK £12.95 
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V / PLAY WITH YOUR ZOID . . . ? 


Before anyone starts carping about having seen this article somewhere else, let's be the first 
to tell you it appeared in simitar form in the September edition of CRASH, but why should all 
those ZZAPiers who don't read our sister magazine miss out on an article that is of interest to 
everyone? — so there. Anyway, Jeremy Spencer, seized the opportunity to spend a day with 
electronic pencil company, during which he learned about their work on The 
Fourth Protocol and caught a bad case ofZoids. 


I could scarcely contain my 
excitement when two attractive 
packages arrived at ZZAP! 
Towers; they rattled beaut- 
ifully. Sadly, one was addressed 
to Mr Roger Kean, and the other 
to Crash Ed Graeme Kidd. I can't 
deny that I was tempted to 
scrape a little wrapping off have 
a peek. 

Just as my fingers found a 
hold on the sellotape, in stomp- 
ed Graeme. It's not that he's an 
aggressive sort, but his newly 
shaved head and gleaming Doc 
Martin boots lend him a some- 
what menacing air. I replaced 
the box, retreated to my desk 
and peered out from behind my 
monitor. 

I watched as Graeme peeled 
off the wrapping and cast its 
contents onto his already mud- 
dled desk: he had got a Zoid. 
Sounds nasty I know, but a Zoid 
is in fact something that you 
would be grateful to catch. / 
would be. Graeme opened the 
carton and stared bewildered at 
the pile of components it con- 
tained. He ungraciously refused 
my eager offer to help him build 
the thing, but did allow me a 
peek at the picture on the box. 

This Zoid was Red Horn The 
Terrible, an powerful looking 
robotic monster, bristling with 
guns and armour. I could see 
that here was an awesome toy, a 
toy to fire the imagination. 
Roger's was The Mighty Zoid- 
zilla, and I was delighted to see it 
was even bigger than Graeme's 
and bristlier still. I sat down, 
sucked my thumb and dreamt of 
Zoids: Zoids at war, fighting 
each Other for the domination of 
some wretched planet — what a 
game this would make. 

Having failed to get my hands 
on either Roger or Graeme's 
Zoid, I resigned to sulking In the 
corner. Soon, Roger took pity on 
me. He explained that since he 
was just too busy playing with 
his Zoid, perhaps I would like to 
pop off down to London and 
have a chat to the team writing 
the Zoid game? What a quest- 
ion! ... a chance to meet the 
men who would breathe life into 
these monsters, the men who 
would turn fantasy into a com- 
puter game — the men who may 
just have a spare Zoid or two. 

Hastily I scribbled down the 
address of the meeting place — 
an Italian cafe with a strange 
name, just off Cambridge Circus 
in London. I turned and grabbed 
the photo-chemical image- 
storage device and made for the 
car before anyone had the 
chance to change their mind. 
The engine burst into life, and 



the car shot forward with a 
scream. (The scream was from 
the competitions editor who had 
been polishing the exhaust — 
silly minion.) I was on my way to 
a rendevous with The Electronic 
Pencil Company. 

The EPC, as they are known to 
their friends, consist of Rupert 
Bowater, Benni Notaraianni and 
roughly half of Paul Norris (the 
other half of Paul Is reading hist- 
ory at university). The fourth 
person present was Chris Payers 
from Martech, the software 
house that had commissioned 
the Zoid game. Faced with the 
opportunity of meeting the team 
responsible for putting together 
The Fourth Protocol I couldn't 
resist asking a couple of 
questions about It. Like, for 
example, how they had come to 
do It and, what was the solution? 

It was obvious that I would 
have to spend some time getting 
to know these guys before they 
would spill the beans, so I 
squeezed myself onto a seat be- 
hind one of the tables and order- 
ed a round of coffee. 

Rupert is a tall and dashing 
chap who speaks in a voice that 
is well matched to his name. At 
university, while reading Geog- 
raphy, he had had a very bad 
experience with a computer and 
a punched card reader. He dec- 
ided that he never wanted to 
speak to a computer again, 
never mind feed it punched 
cards, even punched cards in the 
wrong order. However, after fin- 
ishing a sociology course he 
developed an Interest In the 
brain's visual system and since a 
great deal of the more interest- 
ing work in that field involved 
building computer simulations, 
he was forced to talk to a com- 
puter again. Second time 
around, he found he had a cap- 
acity to cope with computers 
and their funny little ways. After 
leaving University Rupert decid- 
ed that he really could fancy a 
computer after all, it was simply 
a matter of finding the right type. 
He applied for a job in the busi- 
ness world. 

One of his application forms 
ended up at Thorn where it 
began to journey from depart- 
ment to department ending up, 
eventually. In the Computer 
Games Division. Here Rupert 
met Paul and Benni, and they 
began working as a team, prod- 
ucing* games software for the 
Texas Instruments machine. 
After spending some time 
wining and dining the Tl Rupert, 
Paul and Benni got to know it 


really rather well. They prod- 
uced three games destined for 
cartridges: River Rescue, Sub 
Commanderand ComputerWar. 

Unfortunately, due to circum- 
stances well out of their reach 
none of their games ever reach- 
ed the marketplace. Although 
the trio had been a little late in 
turning out the final products, a 
much greater delay was caused 
by the company responsible for 
producing the ROM chips for the 
cartridges. At this time the Tl 
was beginning to vanish from 
the Face Of The Earth, so Thorn 
decided not to market the games 
but to recoup their losses by 
other means. The net result was 
the software Industry's first chip 
hillock, containing the three late 
games — some 30,000 chips 
large. 

After the Tl fiasco. Thorn dec- 
ided to create an IBM team. Our 
heroes spent three months 
trying to persuade the powers 
that be that they did not want to 
be on such a thing. Benni stayed, 
while Paul and Rupert moved 
onto programming Commo- 
dores. The two releases of that 
era, under the Creative Sparks 
label, were Java Jim by Rupert 
and /cePa/ace (reviewed in issue 
2) by Paul. Benni was beginning 
to reflect on his short post- 
university life, spent writing 
diagnostic programs for cash- 
point machines. Taking stock of 
his situation, he decided that life 
could be better on the outside. 
So, at Easter last year Benni left 
Thorn to set up The Electronic 
Pencil Company with John 
Wilson. 

Paul was the next to leave 
Thorn. He went to read history at 
university, which he's still 
doing. That left Rupert, who was 
made redundant in November 
of last year — he was the only 
one of the three to collect redun- 
dancy loot. Benni had been out 
in the world eight months at this 
stage, and their agent, Jackie 
Lyons, organised a contract with 
Hutchinson for the production of 
The Fourth Protocol. Hutchinson 
wanted a demonstration for the 
Frankfurt fair. All that ECP had 
been been given was a plot for a 
game that was, to all intents and 
purposes, a very standard text 
input adventure game. Benni 
wanted to do something differ- 


ent, so he developed the idea of 
the windows and icons. His 
Ideas were well received at the 
Frankfurt fair. 

Some of the other Ideas that 
had been incorporated into the 
demo simply could not be put 
into the final version — the digit- 
ised photographs are a case In 
point, only one of them made it 
through in the end. By Christ- 
mas John Wilson had left ECP, 
so Rupert took his place, and 
they had to produce the finished 
game. 

The approach that Benni and 
Rupert had used In The Fourth 
Protocol was outstanding be- 
cause it was so fresh. Icons had 
been used before, but not to 
such effect. The Fourth Protocol 
was the first adventure game 
that I actually sat down and 
wanted to play. For me, the icon 
system neatly took away the 
tedium that I find prevalent in 
ordinary adventures. 

As the members of EPC 
shared the opinion that it was no 
good having a games designer if 
he wasn't a programmer, they 
ended up doing much of the 
design work for the Hutchinson 
game — and they will be 
responsible for all the design 
work on Martech's Zoid game. 
How else could they achieve the 




sation, not even when we all 
received a ticking off from the 
Italian waitress for using the 
shop as an office, did my mind 
wander far from the plastic car- 
rier bag at Bennies side. Peering 
over the lid and clearly anxious 
to escape its polythene confine 
was a Red Zoid, another Red- 
horn The Terrible, just like our 
own big Kidd's back at the 
Towers. Do Zolds like sand- 
wiches? Perhaps. The only way 
to find out for sure was to try. I 
reached across the table and 
gingerly laid down my cheese 
and tomato on brown. It was 
working, Redhorn had caught 
the scent, he began ripping his 
way out of the bag, what a 
monster! He made a bee-line for 
the offering and was followed, 
to my delight, by a clockwork 
Serpent Zoid, and a battery 
powered Stegazold. Now that 
the Zoids were out in the open it 
was time to talk about the game. 

The idea to produce a game 
based on the new range of Zoid 
toys came from Martech, here 
represented by the ex taxi-cab 
business owner, and self taught 
computer nut Chris Payers. 
Chris is no stranger to the com- 
puter games world having con- 
verted games to the MSX (shock 
horror!) as well as developing 
software for some of the 
DK'tronics peripherals. Now 
that he has recently become a 
Martechean he will be respon- 
sible for the Spectrum conver- 
sion of the game, with EPC prod- 
ucing the 64 version. The alli- 
ance with Tomy, the purveyors 
of these beasts, promises to be a 
very worthwhile move for Mar- 
tech as well as the EPC. 

Rupert explained: 'the backup 
from Tomy has been marvel- 
lous, they are offering ail kinds 
of help while managing not to 
impose silly conditions. Another 
advantage is that we hope to be 
getting a lot more Zoids, for 
development purposes only, 
naturally'. I did experience a 
slight twinge of jealousy. With 
over seventeen different types 
of Zoids to collect, these guys 
have something of a head start. 

The design for the game is 
impressive; it is stamped with 


originality for which they strive, 
and attained with The Fourth 
ProtocoR 

Rupert voiced a very low opin- 
ion of games that copied exist- 
ing programs or other authors' 
ideas and methods, proclaiming 
such practices to be immoral. 
Another point that they are all 
agreed upon is that the pursuit 
OT technical excellence in a 

P ame can be a waste of time. 

aul feels that 'technical brilli- 
ance is all well and good . . . but 
the most Important lesson that I 
have learnt is never to lose sight 
of the final product'. He reached 
this conclusion after spending 
far too much time developing a 
superior scrolling routine for 7ce 
Palace when a simple page 
scroll would not have detracted 
significantly from the overall 
effect of the complete game. 

Rupert remembers spending 
hours and hours perfecting the 
masking that would allow an 
object in one of his earlier 
games to pass through a tri- 
angle without colour clash. 
'Nobody even noticed let alone 
appreciated my efforts'. They 
did agree, however, that much 
was owed to authors who had 
Invented new techniques which 
had .combined to produce 
games that, as Chris observed 
'. . . two years ago people said 
were Impossible'. 


As a team two and a half 
persons strong, EPC are ready to 
face their next task, even though 
it means upgrading their under- 
powered and overworked Beeb. 

I was mildly surprised that they 
had managed to used an un- 
expanded Beeb for code devel- 
opment — it must take an age to 
compile and re-compile the 
source code. Rupert agreed, but 
insisted that since the compil- 
ation takes so long they tend to 
take a lot more care making sure 
that the code will work before 
putting it to the test: 'if you like, 
the inefficient system makes us 
produce more efficient code'. 
They have already decided that 
a second processor is needed. 
The only question remaining Is, 
will it fit into Benni's flat? 

At no stage during the conver- 



Round the table from left to right: Paul, Rupert, Benni and 
Chris. Centre stage are the Zoids, who have been tempted 
out of their polythene sanctuary by the prospect of a sami. 
The white stuff on the table is the sugar that led to the 
eviction. 


the quality that EPC work so 
hard at, originality. The action 
surrounds the planet Zoldos, a 
planet 'gripped by war'. Two 
factions are trying to gain con- 
trol of the planet, and thus the 
source of Zoidal power. In the 
game, you must try and sieze 
this opportunity and, amidst the 
mayhem, take control yourself. 
Within the hold of your space 
craft you have the invincible 
Zoidzilla (of Roger Kean fame). 
With him you can land your ship 
and conquer the planet. At the 
last moment disaster strikes — 
your ship is attacked and des- 
troyed, and you barely escape 
with your life. In the attack, Zoid- 
zilla has been smashed into 12 
pieces and scattered around the 
planet surface (the same thing 
happened to Roger as he was 
trying to assemble his monster). 
If you can find the pieces and 
re-build Big Z then you may still 
achieve your aim. 

The terrain on the planet 
varies widely, and you will be 
provided with a variety of Zoids, 
each of which is suited to the 
particular tasks you have to 
undertake. But you will still have 
to rely on your skill and judg- 
ment to destroy any local oppo- 
sition that you may encounter. 
You must fight and destroy the 
enemy red Zoids, not only to 
preserve your own soul but also 
because your Zoid needs 
energy, energy that can only be 
taken from other Zoids. 

A Zoid Is a machine . . . well, 
sort of. A Zoid Is a machine that 
is so complex that it is more than 
a mere machine. It is very nearly 
alive. This element of life is 
something that EPC intend that 
you should experience to the full 
when playing the game. When 
you take control of a Zoid in the 
game you are connected up via 
the neuro-emphatic reflex arc to 
the Zoid itself. The idea is that 
your mind should merge with 
that of the Zoid; what you exper- 
ience will not simply be through 
a visl-screen in a cockpit but 
more through an 'eye' into the 
Zold's own experiences. To be 
adept at control you must learn 
how to interpret the Zold's sens- 
ations and experiences. Your 
own powers of thought must 
dominate, and control, Zold- 
thought. As the team puts it 
'Live the game. Become the 
machine.' 

There is no doubt that what 
EPC have here is much more 
than a 3D arcade shoot em up. 


First, the idea of being able to 
represent Information in terms 
of how the programmers think 
the Zoid would interpret It and 
then forcing the gamer to inter- 
pret those patterns opens vast 
new areas for fresh ideas and 
techniques. Secondly, the game 
will be divided up into elements; 
some tasks will primarily require 
arcade skills, while others will 
require strategic and/or advent- 
ure skills. Rupert's intention is 
that the game should bear more 
resemblance to a 'science fiction 
film than a computer game.' 
One final element EPC are toy- 
ing with Is the Idea of restricting 
the level of information given by 
the Instructions; in effect, if you 
want to command a Zoid you 
will just have to suss it out for 
yourself. That idea isn't so new 
as Paul pointed out. Cauldron 
was packaged in the same way. 

It was shortly after I had 
spread sugar across the table, in 
an attempt to provide the Zoids 
with a desert to make them feel 
more at home while I photo- 
graphed them, that we got 
thrown out of the cafe. The rest 
of the interview had to be con- 
ducted In the street. 

I wanted to know how long it 
would be before we could all be 
killing red Zoids at home. 'Not 
KILL', Rupert reprimanded me. 
'No?' 'No, definitely not kill. Kill 
is a banned word, anything but 
kill . . . destroy, mutilate, incap- 
acitate, put out of action, rend 
apart — even tear into strips, 
anything but kill'. Well that 
seemed fair enough, after all If 
someone had seen fit to ban one 
little word, it wasn't so unreas- 
onable when there were so 
many more alternatives avail- 
able. Rupert continued his dis- 
course. 'You know toys with 
guns are banned in Germany? 
well fortunately even though 
Zoids are bristling with the 
things they aren't banned'. I 
wasn't surprised. What customs 
officer was going to walk up to 
Zoidzilla with a clipboard as his 
only means of defence and say 
'Was denken Sle, Spielzeug- 
waffen sInd hier nicht erlaubt, 
machen Sle dass Sle wegkom- 
men' ('ol mate 'op it, no tooled 
up toys 'ere'!). 'No it isn't that', 
Rupert persisted, 'Zoids are 
fantasy toys and they don't 
count'. 

As I travelled back to Ludlow, I 
toyed with a fantasy of my own. 
Maybe Roger will let me play 
with his Zoid when I get home. 
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BOURNE HO 


ABLE NOW FOR THE COMMODORE 64 AND 


RAD AT £ag5 AND SPECTRUM AT £a95 


WThe graphics made 
my eyes pop out, 
Fantastic sound 
effects, state of th( 
art animation and 
brilliant game play. 
One of those games that 
you can get out time and 
timeagain.W 


ZZAP 


UBrilliantly designed and 
animated. The sound and 
brilliant music adds to the 
realism with pre-punch 
grunts and thwacks as you 
hit the ground. W 


COMMODORE HORIZONS 


^Melbourne House’s Fist 
is the most realistic and 
enjoyable computer 
combat games yet. 


YOUR COMPUTER 


UTruly spectacular, 
superb animation. One of 
the best games. W 

COMMODORE USER 

UA blockbuster in all 
senses of the word. The 
graphics are just right, the 
sound is great too. Quite 
simply the best program 
I’ve seen.W 

POPULAR COMPUTING WEEKLY! 

i 

^^Spectacularly Startling 
original epic. One of the 
most ‘televisual’ games 
I’ve encountered. W 

DAILY MAIL, 

4iThe graphics and 
sound are terrific and the 
only thing that stops this ' 
game short of total realism 
is blood. W I 

ZZAP I 
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Become a master of this mysterious ancient art: progress from 
novice to Tenth Dan and test your strength and discipline. You can 
control your character with either joystick or keyboard - 18 
different manoeuvres including blocks, flying kicks, leg sweeps, 
roundhouse and even somersaults! 

Challenge the computer, facing opponents of progressively 
greater skill, or compete with a friend. THE WAY OF THE EXPLODING 
FIST has it all - addictive competitive action, dazzling graphic 
animation and sound. The wait is over - you are about to face the 
challenge of a lifetime! “Spectacular, startlingly original epic, 
most televisual game I haye encountered.”- Daily Mail. 

“Quite simply the best progpspn.” - Popular Computing Weekly 
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ROBCOMROMS 

Next month we'll be taking a 
look at a one of a range of 
excellent utility cartridges from 
ROBCOM, distributors of fine 
foreign ROMs. There are five 



THE RING OF WAR 
GAMES 

What do 'a famous Wodd War 
Two tank battle' and boxing 
have in common, other than the 
fact that they both contain the 
letter 'o'? No idea? Well, they're . 
. . both the subject of Syndey 
Development's two new games: 
Desert Fox and Fight Night, 
shortly to be released by US 
Gold, Gary'. 

Yeah, how did you know? You 
been talking to Michael Bates of 
Sydney as well? No? Oh. Hmm, 
that was a pretty good guess all 
the same . . . 

Canadian Software 
Development house, Sydney, 
have been hard at work since 
their last project, Dambusters, 
which is. Incidentally, still riding 
high in software charts after 
enjoying many weeks at the top. 
They have a number of titles 
currently under wraps (most of 
which are hush hush) and 
Michael Bates (Ideas and 
spokesperson for Sydney) 
spared a few mins of his time 
before rushing off back home, to 
tell ZZAP! about two of them 
(the games, not Sydney). 

f /g/7f /V/^/7f i s the f i n a I i sed titi e 
(excuse the unintentional puns) 
of an exciting new boxing game, 
that is (in some ways) similar In 
appearance to Activision's Barry 
McGuigan World Championship 
Boxing. 

'VVe first saw the Activision 
boxing at the CES show,' said 
Michael, 'and although it was 
good, we felt it was a little too 
serious. That's why we've gone 
for more of a 'slapstick' 
approach. The game is very 
funny to watch.' 

The game allows to actually 
'build' your own boxer. In as 
rriuch as you can pick the 
different size of armies, leggies 
and even a hunky, muscular 
body frame. You then have to 
allocate 100 units of 'give' and 
'take' strength to these various 
parts and the array of punches at 
your disposal. 

Once you are confident that 
you've built your boxer up 
enough. It's time to practice 
your punches and footwork 
before entering the ring. If you 
wish to fight against another 
opponent, you may, but there is 
the excellent option of letting 
the computer take care of the 
fighting and you the boxer 


definition — a sort of 'player 
controlled' demo If you like. A 
two player, head-to-head 
situation Is also possible, so you 
have the chance to beat up a 
friend or two on the video 
screen. 

The graphics are one of Fight 
Night's most stunning features, 
with amazing definition and 
animation. Tim Chaney, Big 
Cheese at US Gold, said: 'You 
may have seen cartoon-like 


graphics in a computer game 
before, but these are a cartoon ! '. 
Strongwords, but as you can see 
from these screen shots it 
doesn't look as if Timbo's joking. 
Fight Night\N\\\ probably be at 
the PCW show even as you read 
this and is actually to be 
released mid October. If you 
don't get to see It, there'll 
certainly be something more 
next Ish so hang on in there, 
baby. 


cartridges ranging from the , 
Turbo 10 at £24.95 to the Turbo 
50 at £39.95, the latter having 
fast load/save, a relocatable 
machine code monitor, 
(mumble) file copy facilities and 
cassette head alignment 
program amongst other things. 


THE YOUNG ONES 
ON THE 64 

Orpheus have managed to grab 
the rights to the BBC TV 
programme Young Ones, and 
are currently producing a game 
based around the goings on of 
the fab four; Neil, RIk, Mike and 
Vyvyan. The game Is said to be 
(quote of the week) 'a subtle 
blend of psychology and 
extreme violence' (rather like 
the ZZAP! offices) and will 
incorporate animated graphics 
with a strong adventure 
element. 

You'll be able to choose any of 
the four characters and play 
them In a game that certainly 
looks like it's going to be 
different. I was promised by 
John Marshall (Orpheus' 
resident expert on the cooking 
of basmatl rice and green 
peppers) that 'fans of the game 
won't be disappointed'. There is 
text involved but no text input 
and John described the game as 
a 'sort of arcade adventure but 
isn't really'. Well, It certainly 
sounds interesting, if not 
confusing. 


IS IT A BIRD..? 

Superman is set to leap onto 
your screen in 50 approved 
poses! ! I The game is by First 
Star (them 'oo brought you Spy 
l/s Spy, Boulderdash and 
Bristles along with quite a few 
others) and will be bought to 
you on the Monolith label. It'll be 
based around everybody's 
favourite superhero, y'know, the 
one who wears his red Y fronts 
over his leotard. 

The game Is an arcade type 
and involves plenty of zooming 
round from place to place saving 
lots of humans from the clutches 
of the evil Darkseid. The game 
has nine playfields, the sewers, 
the city and the sky and each of 
the three main areas are 
connected by three Intermission 
screens. These will contain large 
animated graphics with plenty 
of zapping and things. Certainly 
sounds of interest. 
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COMMANDO HITS 
THE 64! 


This item of news brought to 
you from the battlefields by our 
war correspondent. 

You know the brilliant arcade 
game Commando? You don't? 
Well, it's a 3D vertically scrolling 
game that pits you, a single 
commando, against all odds to 
enter the enemy fortress. You're 
totally outnumbered by the 
enemy, and armed with only a 
machine gun and a few 
grenades (you can pick up extra 
ones on the way), and you have 
to fight your way through 
enemy territory over potholes, 
rocks, pools, under bridges etc. 

The conversion is called Who 
Dares Wins and is by Steven 
Evans (author of Guardian and 
Rocket Roger) from Alligata. 
Fanatics of the game should be 
well pleased — it's very, very, 
very similar to the game (not 
totally identical of course — 
you'd need something like an 
Amiga to do it properly) and has 
exactly the same sort of 
landscape features. Included are 
bridges (with cars and 
I motorbikes zooming over 
jthem), pot holes, pools of water 
land of course the fortress with 
doors. There'll be a full review 
next month, until then you'll just 
have to wait. 


US GOLD GETS 
GRABBED BY THE 
GOONIES 


Goonies is the 
latest blockbuster from Stephen 
Spielberg (most probably will 
gross £925,441,175,676,602,677 
in the first week), and of course 
has a game already based 
around it. It's a platform game in 
the style of Conan and sets you 
a-leapin' about the place solving 
'simple' puzzles. There's a 
special feature which allows you 
to change between two people 
during the game, and you have 
to use this quite often to get 
anywhere. 

The idea of game is to get the 
pirate's treasure, a quest only 
completed by co-ordinating the 
characters through the eight 
maze screens. Beware the evil 
Mama Fratelli — she's out to get 
the treasure too and boy, is she 
mean. There'll be a full review 
next month if you're interested. 


FAMOUS COMPUTER 
CELEBRUY INVOLVED IN 
SCHOOLGIRL SEX 
SHOCKER! 

The future of one of Britain's 
leading computer personalities 
was in doubt last night after he . . 

OY! What about Desert Fox!? 
Whoops! Sorry . . . 


ROMMEL'S GETS HIS JUST 
DESSERT 

That's better. As mentioned 
earlier, Sydney's other hot new 
product is the 'follow-up' to their 
previous 'war-time simulation' 
hit, Dambusters. This time the 
battle takes place In the desert 
(as the title suggests) with you, 
the Lone Wolf, in control of a 
high speed Sherman tank. The 
object behind the game? Oh, 
simply to capture Rommel 
himself. . . 

A great deal of time has gone 
Into the game play side of 
thlngs,more so than 
Dambusters, but the graphics 
and sound haven't suffered 
because of this. There are some 
excellent high speed, 3D graphic 
sequences viewed from out of 
the tank window and speech 
plays an integral part, with 
plenty of authentic, digitised 
German words incorporated. 

You'll be able to put your tank 
driving skills to the test when 
Desert Fox comes out later this 
year, possibly October/ 
Novemberlsh. 
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VIDEO NASTIES 

From our own in-house horror . 
Jaz Rignall. 

The Rats Is a new adventure 
type game from Hodder and 
Stoughton software. Those of 
you whoVe read the book will 
know that if s based in and 
around London with a plague of 
killer rats on the loose. There's 
plenty of REALLY gory 
descriptions of people being 
noshed to death by the giant 
black rodents, flesh being ripped 
away . . . (that's enough -ED). 

Anyway, it's pretty gruesome 
stuff and H&S have translated all 
the yikky bits from the book to 
the computer. James Herbert, 
author of Rats the book, has 
himself has been closely 
involved with the game's text 
just to make sure that It is just as 
horrible as the book. 

The game Itself Is an 
adventure of sorts, with you 
playing many roles in the game. 
For a start you play the head of 
London's Emergency HQ and 
sometimes the action will 
suddenly switch to an ordinary 
person just trying to fend off the 
rats. For example a poor woman 
trying to defend her baby 
against loads of these blood 
crazed rodents. You are given 
the choice of several actions to 


take and you have to take one. If 
you take the wrong one then 
you'll end up looking rather 
grisly. 

The game has several parts to 
it and can be said to be truly 
horrible, complete with 


atmospheric sound effects 
(heartbeats adding to the 
tension and AAAAAGHHHHIs 
when you get eaten alive) and 
'orrible graphic 
etc). If II be revi( 
so look out for it. 


'orrible graphics (bloody faces 
reviewed next month 


WORLD OF SPORT 
TIME... 

There's two sports simulations 
released next month, both of an 
older formula. 

Steve Davies ' Snooker from 
CDS Is, as you can expect, a 
snooker simulation. It's different 
from most and has a wealth of 
features putting it head and 
shoulders above all previous 
snooker simulations. It has icon 
control, trick shot edit facility, 
infinitely variable speed, 
accurate definable spin and 
friction factor, allowing you to 
pull off the shots only the World 
Number One was thought to be 
capable of performing. 

There's also a music feature, 
highest break table, reset 
previous shot and you can 
change the colour of the table 
and cushion allowing you to 
play on a lurid yellow table with 
bright purple cushions if you so 
desire (charming). 

The second sports simulation is 
from Artie and takes their first 
football game. World Cup, and 
improves on the graphics and 
sound. World Cup H is its name 
and it's presented in a similar 
way to International Soccer. The 
game allows up to eight players 
to battle it out In their own mini 


THE FABULOUS 

CMSSEff 


FROM 


^smu 
comm 

OMmOM 

oMccmsm 


with every order 
for a cassette 50 , 

20 Key, Multifunction 
Calculator Watch 

• Normal 1 2 and 24 
hour time mode 

• Calender mode 

• Calculator mode 

• Alarm mode 
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VALUE 
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Commodore 64 

Only you can save Europe from 
destruction! It's ROCKET LAUNCH, the 
thrilling war game that reproduces a 
European map. More ambitious? Try 
rescuing your crew under an ultrafast 
GALACTIC ATTACK and escaping back to 
your spaceship! Just two of the great 
games on your Cassette-50, featuring 
high resolution and user-defined 
graphics, sprites, sound and music. 


1. Maze Eater 17. 

2. Galactic Attack 18. 

3. Space Mission 19. 

4. Lunar Landing 20. 

5. Plasma Bolt 21. 

6. Startrek 22. 

7. Radar Landing 23. 

8. Attacker 24. 

9. Galactic 25. 

Dog Fight 

10. Psion Attack 26. 

11. Ivasive Action 27. 

12. Noughts fr 28. 

Crosses 

13. Boggles 29. 

14. Pontoon 30. 

15. 'SkiJump 31. 

16. Hangman 32. 


Old Bones 
Thin Ice i 
Orbitter 
Motorway 
Force Field 
Nim 

Tunnel Escape 
Barrel Jump 
Cannonball 
Battle 
Overtake 
Sitting Target 
Smash the 
Window 
Space Ship 
Jet Flight 
Phaser 
Intruder 


33. Inferno 

34. Ghosts 

35. Submarines 

36. Rocket Launch 

37. Planets 

38. Black Hole 

39. Dynamite 

40. Do Your Sums 

41. Derby Dash 

42. Space Search 

43. Universe 

44. Rats 

45. Tanker 

46. Parachute 

47. Jet Mobile 

48. High Rise 

49. The Force 

50. Exchange 


Worth 
ovor 
£ 10.00 


'EXAeeSS D£U\/£/^Y- 

0£D£nA/OWf 

"andgetYouy^REEca/cuMiirmfcTi 
wimeretyCassetKSO 


Names and games may vary for each type of computer. 


Postage FREE. Goods will be despatched within 7 days. 

I enclose a cheque/ 
postal order for 


made payable to 
Cascade Games Ltd. 

or through any Post Office by TRANSCASH (Giro No. 655 6655) 
For even faster ordering when charging to Access, Barclaycard and 
Trustcard Visa use our 24 hour service. (0423) 504663 


CASSETTE SO IS A VA/LABLE ON 

OCUBaib atari dragon ElECTRON 
VIC* till) ORIC-1 ZXB1 g^appia Atmos 
Spectrum commodore 64 AMSTRAD 


Name 


yiul No 


ArirlrpRs AMSTRAD 


VIC 20 


ORIC 1 


BBC NB □ 

SPECTRUM 


ELECTRON 


ZX 81 


APPLE □ 

— ATARI 


ATMOS 


DRAGON 




Post Code 


COMMODORE 64 


L 


Country 


ZZ 10/85 


Cascade Games Ltd.. 

1-3 Haywra Crescent, Harrogate, 

North YorksNre, HG1 5BG. England. 

Jelephone: (0423) 504663 Registered Number 1 755554 
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From our racing correspondent 

Revving engines, screeching 
tyres and the smell of burnt oil 
marked the memorable 
occasion of Ariolasoft's launch 
of Racing Destruction Set , a 
racing simulation game with a 
difference. Ariolasoft's Frank 
Brunger obviously wanted to 
make sure the review and 
distribution chaps would know 
what the real thing looked like, 
before letting them loose on the 
dangerous simulation, and sent 
a whole pack including our 
Franco Frey on a one day 'taster' 
course to Brands Hatch. 

fteran initial blackboard 
briefing the boy (and girl) racers 
first had to display their talent 
(read mistakes) over three laps 
In a Ford XR3-i sports saloon 
after putting on a helmet and 
clambering over the rollover 
cage. The instructor then set 
about destroying their 
selfconfidence and any 
persisting racing ambition by 
pointing out all the mistakes 
made and showed them over a 
further two laps how it really 
should have been tackled. 

Depending on the assessment 
of the first three laps the would 


Franco (Lauda) Frey gets booked 

be race drivers were allowed 
five laps In a Formula Ford 1600 
single seater (or 10 laps in the 
Ford XR3-i) on their own but still 
under strict orders not to shoot 
above strict rev limits, which 
ultimately control the top speed. 


Whether Racing Destruction Set 
ets the adrenalin and sweat 
owing in a similar manner can 
be gleaned from the review 
pages. Anybody interested in 
the real thing ought to contact 
Brands Hatch Racing on 


(0474)872367/872331 for an 
Initial half day trial. The cost is 
£50. Drivers under 18 must have 
their parents or guardians 
consent. Oh ! and thanks to 
Frank Brunger for a memorable 
day! 


PARADROIDIS HERE! 


Yes, after six months of 
Intensive design and 
programming and four months 
of keeping a diary, Andrew 
Braybrook (extremely cool 
programmer and very nice 
person Indeed) has completed 
Pa rad ro id (Yeeah! Yippee! 
Wahoo! etc)! The final part of 


the diary is to be seen this Issue 
but you'll have to wait until next 
month for the game and review 
(Aaaw! Shame! Boo! Hiss! etc). 
Don't get too upset, as 
September the 20th isn't that far 
away and having seen it, it's 
definitely been worth the wait! 


64 SWASHBUCKLING 


Soon to be released on the 64 is 
Zorro, which puts you in the 
shoes of the swashbuckling 
hero on his task to save a girl. 

The game is very similar to 
Bruce Lee In the way it plays and 
looks and fans of the game will 
obviously take a shine to this 
one. 

There are fifteen screens in all 


and there's puzzles and traps all 
along the way, bandidos 
tracking your every move. Once 
you think you've solved all the 
puzzles then you can make a 'B' 
line towards the girl and try to 
win her heart. (Groan). It'll be 
available from US Gold next 
month. 
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World Cup playoff. 

There's music and extra 
features like a player leaping 
Into the air when he scores. 


There'll be a full review next 
month so soccer fans keep a 
look out. 
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Jolly old Rupert can walk, 
jump, leap, climb stairs 
and even fly ~ but can you 
get him to the party? 

32 challenging screens 
of animation and fun. 


e most powerful games in the Universe 


Quicksilva Ltd, Liberty House, 

222 Regent Street, London WIR 7DB, 
Telephone 01-439 0666 

Rupert Bear © Express Newspapers PLC 
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world's economy would be 
incalculable. 

The game begins a day before 
the RLrs device explodes and 
it's up to you to take control of 
the complex . . . 

Titan is in fact controlled by 
five separate computers: Zeus, 
Poseidon, Vulcan, Ares and 
Hermes. Luckily, government 
scientists have managed to re- 
establish contact with Hermes 
and with just under ten hours to 
go, it's from Hermes that you 
start your World-saving quest. 
You commence the game under 
severe pressure and it's made 
even worse by the fact that your 
base, Hermes, can be re- 
captured by the other Titans 
(who have been turned hostile 
and are alert to your presence). If 
this does happen then the game 
will be over rather rapidly (and 
so will the lives of millions), so 
stay cool and keep a level head! 

A little plus which helps 
slightly is the interruption of real 
time: The scientists have man- 
aged to fiddle with the com- 
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In the late 1980s a huge auto- 
matic power plant was built, 
deep under the Atlantic Ocean 
where the Earth's crust is the 
thinnest. Drawing power from 
red hot magma of the Earth's 
core. Titan supplies energy to 
nearly alLof the World's indust- 
rial nations. 

This continued quite happily 
until disaster struck. The RLF 
(Robot Liberation Front) in- 
vaded the complex with the 
object of giving equal rights to 
robots, me power of their 
strength being heightened by 
their ability to interfere with the 
Titan complex sufficiently to 

a 3r an earthquake ... an 
quake of such epic propor- 
tions that it would result In the 
biggest cataclysm ever endured 
by mankind! The resulting 
earthquake from the destruction 
of the Titan complex would 
cause immense tidal waves that 
would totally destroy the Euro- 
pean and Atlantic seaboards. 
The loss of life, damage to prop- 
erty and the ruination of the 


We first received a demo version of Quake Minus One around three 
months ago (along with some ve^ extensive and exciting docu- 
mentation) and were thoroughly impressed, even though it was 
only a set of moving pictures, a music demo and little else. Since 
then the program has been updated regularly and ZZAP! has follow- 
ed its progress with keen interest. The program isn't actually finish- 
ed as yet, in fact at the time of writing it's only around 60 % complete 
due to the programmer's hefty workload (Mike Singleton and 
Warren Foulkes have been working all out to get it finished, and in 
fact Mike did end up feeling rather under the weather because of the 
pressure. Thankfully he's much better now but it just goes to show 
what programmers do go through in the line of duty to get 
programs finished on time). 

Anyway, on with the PREVIEW \n which Julian 'millions may die' 
Rignall was assigned to save the world from its possible 
destruction! 


pfex's realtime clock and this 
can be used to slow the count- 
down of the bomb and give you 
about an extra hour of game 
time. Needless to say you have 
to use this interrupt sparingly 
and in dire emergencies, to give 
you just that extra little bit of 
time to complete a task or 
mission. 

When you start the game you 
are instantly confronted by the 
rather complicated and very 
confusing control panel of your 
submarine craft. Most of the 
control gauges aren't that 


complex — things like energy 
and fuel guaaes are easy to read 
for themselves as 


and speak for themselves 
does the Interrupt clock. 

System keys show four Icons 
which represents the four sys- 
tems and these are engines, 
pumps, communications and 
emergency repair. If any of these 
has a moving Icon In Its window 
then the system Is functioning 
well. If the icon stops then there 
is damage and if the window 
goes black then that system has 
been totally destroyed. 

A map shows your current 
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Littered over the seascape are 
many installations that may 
actually be used or are ready to 
destroy. For a start, there are five 
main complex computers that 
have under their control mobile 
vehicles that have to be destroy- 
ed If renegade. The roads each 
have junctions and It is vital to 
gain control of these If you are to 
get anywhere In the game. 
When moving about you are 
shown which roads and junc- 
tions are currently under your 
control by their colours: yellow 
means that the road is under 
your control, orange means the 
enemy have them. 

Along the roads are computer 
mobiles, the enemy ones 
obviously need to be destroyed, 
and rocks that have to be blasted 
out of the way. Along the sides 
are many weird constructions, 
each with a separate function. 
Control towers stand at the end 
of each junction and have to be 
captured If you are to take the 
road. Factories can be used to 
repair your submarine vehicle, 
stopping by them will fix your 
vehicle after a certain amount of 
time (the more damage you 
have sustained the longer the 
wait). 

Other vital and friendly Instal- 
lations are the fuel tanks and 
energisers which can be used in 
the same way as the factories. 
Quake supressors are highly 
important and you shouldn't 
destroy them at all. The destruc- 
tion of one will advance the 
Quake Countdown by an hour. 
Cooling domes also shouldn't 
be shot — the destruction of one 
of these will result in a small 
explosion which destroys every- 
thing within its immediate vicin- 
ity. Rigs are quite dangerous if 
under enemy control since they 
have a fair bit of fire power. 

Conducting columns neutral- 


ise the effect of ionic blasters 
(either yours or the enemy's, 
depending on who controls it). 
Bunkers are other unfriendly 
constructions If under the con- 
trol of the enemy as they are 
heavily armed and extremely 
difficult to destroy. The final 
building Is the Magnetron that 
saps weapon power and even- 
tually damages your craft. 

The landscape Itself moves in 
extremely fast 3D, rather like a 
fast, continually flowing Lords 
of Midnight landscape. The 
technique used was developed 
by Mike Singleton himself and 
has been labelled Action- 
scaping. It is effectively a sort of 
follow-on of the Landscaping 
technique first utilised in Mid- 
night. 

Moving from one junction to 
another is fairly slow, but once 
the movement is mastered you 
can zip around the complex at 
quite considerable speed. The 
game Itself is a sort of arcade/ 
strategy game. There are plenty 
of things to blast as you zoom 
about and you need to decide 
which roads and junctions 
should be captured first. Qbv- 
iously the further you get Into 
the game, the more difficult it is 
Moving from one junction to 
another is fairly slow, but once 
the movement Is mastered you 
can zip around the complex at 
quite considerable speed. The 
game Itself is a sort of arcade/ 
strategy game. There are plenty 
of things to blast as you zoom 
about and you need to decide 
which roads and junctions 
should be captured first. Qbv- 
iously the further you get into 
the game, the more difficult it Is 
to defend all your 'fronts'. 

All going well. Quake should 
be ready for review next month, 
so watch out for it, 'cos it's 
gonna be big! 
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position, the bases that are host- 
ile and those that are under your 
control. A weapons indicator 
shows which weapons you can 
use and the main display shows 
mobile functions and weapon 
selection. 

Movement is quite odd and It 
takes a while to be able to move 
around the whole of the Titan 
complex. Movement is through 
use of icons — you simply move 
the cursor over one of the eight 
directions you want to face. 
Qnce you are happy that you are 
facing in the correct direction 
then you can put the cursor over 
the 'move' icon and this will 
send you speeding down the 
road. It is also possible to move 
by moving the cursor off screen. 
This changes the view from the 
window to a plan view of the 
complex. You can then progress 
by simply aiming the joystick in 
the direction you want to go. It Is 


also possible to stop halfway 
down a road in this mode and it 
also shows what Is on the road 
so you have some warning of 
any objects approaching. 

When you're at a junction 
there are several modes at your 
disposal: Movement (as afore- 
mentioned), Thrust mode (you 
can thrust forwards or back- 
wards) or Weapons mode. 

Weapons mode allows you to 
select the type of weapon that 
you wish to fire. These Include 
mines to drop on the road, tor- 
pedoes to clear the road, a laser, 
missile pods (against enemy 
installations), a fireball gun 
(wide area devastation), an ionic 
jaser (neutralises an enemy 
installation's circuit), shock 
shields (defence) and plasma 
shields (another defence mode). 
Either one attack weapon or two 
defence weapons can be activ- 
ated simultaneously. 
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NEXUS 

Gary Liddon takes a preview look at the new game from Beyond 



Nexus is not only an innovative 
new arcade adventure that 
places you in the role of an 
investigative reporter (nice to 
see us hard done by hacks in the 
role of hero), but also the name 
of the development team that 
has gone Into partnership with 
Beyond to design new software. 
The team is headed up by Paul 
Voysey and Tayo Olowu, the 
men responsible for Psyfror? and 
Psi Warrior. 

In Nexus the game your part- 
ner and close friend has not yet 
returned from an assignment, 
investigating a drugs scam. 
Concerned for his welfare, well 
meaning hack contacts a group 
called Nexus made up from 
renegade members of the drugs 
group who are holding your 
friend captive. Their help Is en- 
listed and using information 
they've supplied, you follow a 
lead thattakesyou to a drug fact- 
ory in Colombia, South America. 

This Is where the game picks 
up. Your objective is to gather 
information and evidence 
around the complex to transmit 
back to your editor that can then 
put away the syndicate bosses 
forever. Once you find anything 
that you feel is incriminating you 
can take a photo of it. Things like 
documents, drug stores and key 
personnel can all be captured on 
a photo. You are also supplied 
with an audio recorder to store 
any conversations you may 
have or overhear. Its main limit- 
ation Is its storage capacity. You 
will 'hear' a lot more than you 
can record. So now you have the 
tricky problem of maximising 
the value of the information that 
you store. 

Sorting out and discarding 
irrelevant information plays an 
important part of the game. 
Sending the data back to the 
office is done In one of the 
heavily guarded Communic- 
ations rooms. These can be 
accessed only by employing the 
help of Nexus. 

At the start of the game the 
only options open to you are 
run, walk, punch and kick. To 
expand your repertoire of skills 
various members of Nexus must 
be located around the complex. 
After finding them they will be 
able to teach you their skill by 
taking you to the Training Room. 
Here the joystick moves for your 
new powers will be explained to 
you and there will some time 
allowed for practice of your new 
found skills. If you are unable to 
go straight to the training room 
there is the handy option of 
being able to arrange a rendez- 
vous. The trouble is that a 
rendezvous could easily be 


broken by unforseen circum- 
stances, like a guard detaining 
your teacher, or even just 
because your contact is plain 
unreliable. 

Various members of Nexus 
are experts In Explosives, Fire 
Arms, Unarmed Combat, 
Forgery, Knife Throwing and 
Gymnastics; all very well worth 
knowing as they are essential 
when you need to Infiltrate the 
high security areas. 

If you are not too careful about 
the guards catching and interro- 
gating you then the game ends 
as Nexus now believes you to be 
a threat to their organisation and 
cannot aford to have you 
around. 

Game control is mostly joy- 
stick orientated with you in 
command of the Investigative 
reporter. The basic running and 
fighting movements can 
expanded up to full capability 
which includes at least seven- 
teen separately animated tasks. 
The top fifth of the screen graph- 
ically represents your immed- 
iate vicinity. The background 
graphics are very Impressive 
even though we were only sup- 
plied with three different back- 
grounds of twelve different 
environment graphics. There 
will be twelve present on the fin- 
ished version ranging from 
prison cells to laboratories. 


Wandering up and down the 
corridors you meet various 
people, who's faces appear In 
two windows. These are really 
fabulous as they've been digit- 
ised straight from the faces of 
various staff at Beyond. If a few 
people arrive on the scene then 
their beautious features are 
sequentially shown on the two 
screens. A small bar above the 
mugshot indicates the colour of 
the suit of the person It's por- 
traying. Animation for all the fig- 
ures was put together by filming 
people and then copying their 
movements Into sprite data and 
pre^ good it is too. This is very 
similar to the system used in 
film animation called Roto- 
scoping where animated figures 
appear more realistic for having 
been drawn, cell by cell, from 
life. 

A long range chart is situated 
below the main display, show- 
ing your position on the current 
floor and also the location of all 
the doors and exits. Passage 
between floors is achieved by 
means of neat little lifts. On the 
preview version given to us only 
three of the twenty eight floors 
were implemented but the map 
was still absolutely massive. 

The central window is used for 
joystick control. The control 
system Is one of the neatest 
we've seen to date. You press 


the fire button once and a little 
diagram appears representing 
the eight directions of the joy- 
stick. When you move your 
joystick one of the little arrows 
lights up and a picture appears 
showing what action your man 
would take If you press the fire 
button while holding that direc- 
tion. This means you can set 
your man running, select your 
action (while your sprite is still 
hacking down the corridor) and 
then press fire. 

On our preview version the 
option to learn skills of members 
of Nexus was not present so we 
were limited to the fundamental 
running about options. In fact 
we were reliably informed that 
the whole thing, although 
already looking together, was 
only 20% complete. Add 
another 80% looking as good as 
what we have already seen and 
Beyond will have a big hit on 
their hands. 
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The PSS Wargamers Series 
has been created to combine 
elements of a strategy game like 
chess with the added exciteme 
of graphic arcade sequences, 
games require skill and mental agi 
and are^lesigned for the person 
wants a serious but stimulating 
game. The strategic level of the 
game is played on a map system, whilst the tactical 
can if wanted be played in an arcade style. 


elements of the game 





THE SCENARIO 

The Battle of Britain took place 
between July and October of 1940, 
and was the German Luftwaffes 
attempt to defeat the R.A.F. and gain 
air superiority prior to Operation Sea- 
lion - the invasion of Great Britain 
scheduled for the summer of that 
year. 

The ensuing battle has gone down in 
history as one of the most courage- 
ous of WWII culminating in the defeat 


of the Luftwaffe and the cancellation 
of Operation Seaiion. 

In the famous words of Winston 
Churchill: 

“Never has so much been owed by so 
many to so few” 

The Game 

You are in control of Fighter Com- 
mand and the computer simulates 


the operations room. Your task is to 
deploy your aircraft against the 
incoming squadrons of the 
Luftwaffe, whilst bearing in mind the 
problems of limited flying time, 
ammunition, available landing strips 


2 . 


3. 


and the size of the incoming force. 
You can also test your arcade skills 
by actually flying a Spitfire in air to air 
combat or firing an anti aircraft gun 
in ground to air battles. 

Designed by Alan Steel 
Written by Alan Steel, ian Bird 
Graphic Help from Paul Hutchinson 

Battle of Britain will soon be 
available for Atari & Spectrum. 

FEATURES 

1. OPTIONAL ARCADE 
SEQUENCES 
3 LEVEL GAME OPTION 
CAMPAIGN GAME OPTION 

4. FULLY DETAILED INSTRUCTION 
BOOKLET 

5. FREE MEMBERSHIP OF THE PSS 
WARGAMERS SOCIETY 


BATTLE FOR MIDWAY 

‘Battle For Midway’ puts you in 

mand of the US Pacific fleets six 

after the attack by the Japanese oi^eari 
Harbour. 


THEATRE EUROPE - THE GAME 

Theatre Europe simulates the first 30 days 
of the war. In addition to being able to 
command eithdr side, the player is able to 
chdpse the style of his opponent (The 
ComFi^ter)‘. 


WARGAMERS 


BATTLE FOR MIDWAY 
Computer & Video Games 

- Commended by Its readers for Best 
Strategy Game at the Golden 
Joystick Awards 1 985 


THEATRE EUROPE 
ZZAP! 64 June *85 

Gold Medal Award 

"...the atmosphere generated by this 
excellent game is incredible...virtu- 
aily unrivall ed by anything else avail- 
able on the the 64..." 




P.S.S. 452 STONEY STANTON RD. COVENTRY CV6 5DG. TEL: COVENTRY (0203) 667556 
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Retailers don't always have everything jn stock you 
might want, but if it is within our power to get it for 
you, then we wiH. Any of the software reviewed in this 
or any issue of ZZAP! 64 can be ordered using the form 
below — in fact any available CBM 64 software that 

exists we will get for you. 

ZZAP! 64 Mail Order is backed by the resources of 
Crash Mail Order (in association with the Spectrum 
magazine O^ASH) which has been supplying more 
than 100,000 Spectrum users with mail order items for 
over 20 months, so you can be sure of the very best in 

service. 

There's no mail order catalogue involved — just use 
the prices quoted in the pages of ZZAP! 64 or the 
known retail price. If you have any queries just ring the 
Dumber shown on the form and our staff will advise 
you. Anyone may take advantage of the discount 
coupons on the form which allow £1 off orders worth 
more than £20 and 50p off orders worth more than 
£10. Postage and packing is included in the price of the 

game. 

Nothing could be simpler — fill in the form today and 

order whatever you like ! 


ZZAP! 64 MAIL ORDER FORM 

Telephone Ludlow (0584) 5620. 

Please send me the following titles: Block capitals please! 


Producer 


All prices are as quoted under review 
headings or known retail prices and include 
VAT. ZZAP! 64 makes no charge for post or packing 
inside the UK. Customers in Europe should add 
the equivalent of 70p per item. Outside Europe: 
write lirst so that we may advise on |x>stage rates. 


Please make cheques 
pr postal orders 
payable to ZZAP! 64 


Sub Total: £ 
Less Discount £ 


Total Enclosed: £ 


Name 

Subscriber No. 
if applicable 

Address 


• •••••• 


Postcode 


SPECIAL DISCOUNTS 


OFF ANY ORDER WORTH 
MORE THAN £20 


OFF ANY ORDER WORTH 
MORE THAN £10 


Sorry - only ONE voucher per order ! 


ZZAP! 64 MAIL ORDER, PO BOX 10, LUDLOW, SHROPSHIRE SYS IDB 

Please do not send any mail order correspondence to the Zzap! 64 editorial address as this will only result in delays. 











Simply identify the following fish from the list below and place the correct identifying letter in 
the box provided against illustration. 

Complete the competition by entering in the area provided the name of which of the illustrated 
fish does not appear in the game 'Jack Charlton's Match Fishing' 

Then enter your name, address and age and return to 
Alligata Software Ltd., 1 Orange Street, Sheffield SI 4DW. 


1. All entries must be received by Alligata Software Ltd. no later than Friday 24th January 1986. 

2. The draw for prizes will be made tw Jack Charlton no later than 28th February 1986. 

3. Because of restrictions on Alligata Software Ltd. only persons between the ages 9 yrs and 
21 yrs may go on the Adventure Holiday ~ 1st prize. This will be taken before the 31st May 
1986, to be decided at the discretion of Alligata Software Ltd. 

4. All employees of Alligata Software Ltd., their advertising agents and Newsfield Publications 
are not eligible to enter the competition. 




A Bleak 
C Dace 

E Common Carp 
G Tench 
I Rudd 
K Chubb 
M Bream 
O Grayling 


B Barbel 
D Perch 
F Salmon 
HPike 
J Crucian 
Carp 
L Roach 
N Gudgeon 


The fish illustrated above that does not appear in Jack Charlton's 
Match Fishing is 


(complete in block capitals please) 

Name 

Address 


Postcode 


Age 




Win a week's adventure holiday packed 
with outdoor fun and sporting activities. 
T_ots of laughs, lots of 

excitement - some of it 
to be spent with 

Jack Charlton 
himself. 


You know your fish now 

we'll set you on your 

way to catching the real thing - 

rod, reel, keep net, 
basket, umbrella 
and of course a 
few hints 
from Jack. 


/\/\i!itcli fishing 

50 exciting prizes of this brand new 
family game. Enjoy the excitement of 
match nshing with Rupert Rudd, 

Eric Eel and many other 
characters. 
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You are Max ChatsWorth IX, a direct descendant of i 
Max Chalsworth of BLUE MAX fame. You have lived |[ 
and breathed his legend, and now fate calls upon you 
-to-fight alvevILso^foIiLthaLhe^cbuldinot even^have^ 
Imagined It. 1 ! ! 

The rURXX empire has extended its iron hand to 
Earthbase Gamma IV, and captbred it. Thd inhabitan 
who werb not killediin that stri/ ggle. wereienslaved 
and sehfito FURXX Conversion processar^^ ^ 
drained bf their life force, so that the FURXX 
TimeMasters could hxtend their own lifespans. 

Having effected an dasy victory, the FURIm now 
“IntBTnrtdliivadBTiir^IrcolDmBs^f^ 
the earthl herself. I ] { 

Your minion is to penetrate enemy defenbes, destro!y 
their hoverfields, arid finally destroy the sVmboi upoh 
-whicIvthiFURXX EMPIRtlSBUILlUAnd-this musLbi - 
accomplished IMMEDIATELY, fbr the fate of the worit 
rests In your hand!' 


BkUEM/VX 

SENTlbl 


IfflHed, Uiiitiu, me i’arkway ii/autiriai usntre, Hante 
I Telaphona; 02i-359 8881| Talax: 33|2 


ZA)tXOI^ 

FORTi 

APOCALYPSE 


DOUGHBOY 

QuisiMODd 











itself! The beach head stage has 
you guiding your tank force 
through all sorts of defences, 
along several screens of a 
Zaxxon style scrolling beach. 
You are given a tank force of 
twice the number of your rem- 
aining lives and have to steer 
and shoot your way past tanks, 
gun emplacements and obstruc- 
tions in the form of rocks and 
walls to the final screen . . . and 
the Dictator himself! 

The last stage has a tank 
perched on a mound of rubble, 
slowly turning to meet you face 
to face and you have to shoot 
out ten white blocks in the 
mound before the tank lets rip 




BecC; -. Head was 
^nususffy unf^ ? 
game both in 
jraphich and 
gamaplay. Take a 
iook at the Hidden 
Passage screen 

and then comparf^ 
it with the ^ijcond 
action screen. The first looks like 
vety early Spectrum program- 
ming, whereas the second is 


tm 


reatfy qwte good. i^oPd 3D. The 
third screen is also neat, but the 
last two are, again, a bit prim- 
itive. it makes playing Beach 
Head a less satisfying expen 
fence than it might have been. 
On the other hand, at the time it 
offered $ lot more than most 
other current 64 games and has 
set a trend for the better. 
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ot only the best selling 
Commodore game of 
1984 but also one of the 
overall best sellers across the 
machines last Beach Head 
was an immensely popular 
game that built up a large fol- 
lowing in Its time, but how does 
It fare today? 

The game is set during the 
Second World War and is loose- 
ly based around American 
experiences In the Pacific war. 
There are effectively only six 
screens to the game although 
there are in fact seven stages — 
two 'map' screens and five 
action screens. Map screens 
show a plan of the vicinity of the 
Island you are attacking and you 
move your cursor (a cluster of 
ships) to the area you wish to 
attack. This then cuts to one of 
the action screens when you are 
given the chance to get as many 
of your ten ships through to the 
next stage as possible (apart 
from the final stage where you 
meet the Dictator). 

On the map screen you can 
decide to meet the enemy head 
on or take the hidden passage 
under the island and surprise 
them. The passage Is a mine- 
infested channel of torpedo- 
ridden waters where, for the 
surprise advantage on later 
screens, you risk losing a lot of 
ships (lives) that you may need 
later. Each time you successfully 
guide one of your ten ships 
through the mines then you 
receive a hefty bonus. 

The second screen (unless 
you opted for head on confront- 
ation) pits you against the 
enemy fleet in a 3D shoot-em- 
up. Your guns are shown at the 
bottom of the screen. Enemy 
planes, launched from a ship in 
the background, zoom towards 
you, complete with competent 








Tn) afraid ! never 
shared the same 
enthusiasm for 
Be^ch Head as 
most people did a 
year ago. The five 
actual 'games* in 
the program are all 
rather weak (but 
playable) and both graphics and 
sound are pretty run-of-the-mill 
by today's standards (in fact 
they weren't that amazing when 
it first came out). Together these 
'games' offer a reasonable chal- 
lenge but interest wanes once 
the game is completed and 
things become a matter of rout- 
ine, despite several skill levels. 
My opinion hasn't changed 
much after recently playing 
Beach Head again and I stfil, 
wonder now, as / did then, just 
what was all the fuss about? 


sound effects, guns ablazing. 
Each hit against you clocks up 
on a damage Indication — at 20 
you lose a ship. Occasionally an 
enemy supply plane flies across 
the screen and can be shot for 
bonus points. If you get to this 
screen via the secret passage 
you only need to shoot around 
20 enemy planes. If you meet the 
enemy head on from the begin- 
ning however, you need to 
shoot a fair few more planes and 
they're a lot meaner! 

Once this stage Is completed 
it's you attempt to sink the 
enemy fleet that Is preventing 
you gaining the island by using 
the same set of guns as before. 
The ship that launched all of 
those damn planes earlier starts 
moving to the left of the screen 
and If hit it will earn a nice 
bonus. Five other ships are 
placed across the horizon and 
must all be shot before they 
shoot you. Shooting the enemy 
is similar to the firing method 
used in DK Tronics' 3D Tanx 
game. Pulling up and down on 
the joystick changes elevation 
and you have to gauge the 
length of shot accurately before 
firing. If you miss the ship you 
are aiming at then you are told at 
the bottom of the screen how far 
out you were. As Is the case with 
the last action screen, things are 
a lot tougher If you met the 
enemy fleet head on. 

If you manage to get through 
this screen it's back to another 
map screen to move your fleet to 
the Island and the beach head 


with a shot of its own. This 
screen is Impossible to com- 
plete with one tank and requires 
at least three attempts to shoot 
out all of the blocks so you have 
to make sure there are enough 
left in supply. If you successfully 
destroy the tank then it explodes 
into several pieces and a white 
flag of truce is raised and waved 
pitifully. 


Lots of options, very good 
Instructions and a nifty demo 
mode. 


A mixture of some good, 
reasonable and primitive 
graphics. 

Sound 

Not much in the way of sound 
but what there Is, is good. 

Hookabilit;y 75% 

It's mainly shooting planes 
that's addictive . . . 

Laetebili^y 67% 

. . . and that soon palls. 

Value For Money 66% 

May have been worth it then but 
compared to what's worth it 
now, it isn't. 

C3verall 70% 

Showing it's age. 


^AD 

US Gold, £6.65 caaa, £12.65 diak, joyetick only 
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• Eight fiery opponents, each with their 
own distinctive fighting styie. 

•Smooth-scroiiing camera action, giving 
the best view of the fight at all times. 

• Furious three minute rounds with 
knock-down’ and 'knock out features. 

•Warm-Up and 'Autoplay sequences. 

• K.O. Meter, Best K.O. Time, Score and 
Bonus displayed on screen. 

• Additional boxers to load from tape. 

• Hall of fame. 


Endorsed by Heavyweight 
Champion - Frank Bruno. 
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CKET ROGER 


Alligatei £7.95 caeai joya^ick or keyi 




l\ 


R ocket Roqer first slipped 
out onto the streets around 
a year ago now (the last 
PCW show I seem to recall) and 
was met with an apparent lack of 
enthusiasm from both press and 
public. This is probably 
attributable to the control being 
through keys only and the lack of 
joystick compatibility was 
immediately ofrputting to most. 
Unfortunate circumstances, for 
this is one game that was 
definitely overlooked and 
underrated. 

Earlier this year Alligata 
decided to re-release the 
program in a slightly revamped 
form, in that they gave it a 
joystick option. All well and 
good, were it not for the fact that 
this Is one game that can only be 
played effectively with keys. 
Once again, unfortunately, 
response was poor. So, we at 
ZZAP! being the fair minded 
crew that we are, decided it was 
high time that this 'consumer 
discarded product' saw the light 
of day once again, hence this 
review and the half price offer 
that you can find in a few pages 
time. 

Cue low lights and twinkly 
backdrop. Cue tense 
background music. Cue deep, 
meaningful voice over. Cue 
review . . . 

In a distant galaxy, far, far, far 
away there orbits a dark, 
mystery planet, many light 
ears from Earth and even 
urther from the local chippy. So 
far away is this planet, that 
Rocket Roger (so nicknamed 


I 


because of the powerful jetpack 
he wears upon his back) has run 
out of fuel on his return journey 
from the outer reaches of the 
kzxxqzyjjkwrxk (don't ask me 
what it means, I only made the 
name up) system. Not only does 
he realise what a fool he's been 
in not sufficiently fueling his 
rocket, he's also discovered that 
he forgot to collect his stamps. 

This unknown planet on 
which our hero has become 
stranded is conveniently 
plentiful in otherwise rare power 
crystals. There are also a few 
active volcanoes, an 
underground complex and 
network of caverns, and more 
than a fair share of aliens. If 
Roger, equipped with his 
slimline jetpack and powerful 
laser, can successfully collect 
enough crystals, ninety nine in 
all, he can use them to recharge 
his spaceship and get back 
home. 

These vital minerals are 
scattered around the planet's 
thirty zones, each consisting of 
around six screens on average. 
Obviously, because the size of 
the playing area Is so large, the 
whole thing can't be shown on 
screen at once. So It's for this 
reason there is a small window 
of about half a screen high, and a 
screen wide, that scrolls In all 
directions. 

In each zone there is a small 
white line of moving dots called 
a transporter pad. If you walk 
over one and register your 
position, you will be returned to 
the last pad touched when you 


die. Pads aren't the only thing 
that frequent the zones as there 
are two different types of alien: 
Patrol Aliens, who move In 
redictable patterns and cannot 
e killed, and Hostile Aliens, 
who have intelligent movement 
and should be shot on sight as 




on sigr 
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they are dangerous, it Moger 
stays in the same zone for too 
long (about 26 seconds) then the 
Zone Chaser appears, a bit like 
the Balters do in Defen der\Nhen 
you take too long over a wave, 
homing In for the kill unless 
dealt with proficiently. 

Your jetpack has a limited 
quantity of fuel, 5000 units 
initially, and it can be topped up 
with one of the number of fuel 
cans found below the planet. 
Above ground there is nothing 

This very difficuft 
game is dne that 
will prom popular 
with those actually 
willing to 

persevere 
The control itself is 
quite simple --- 
there's just heaps 
of inertia which, if you're 
inexperienced, sends your man 
whizzing all over the shop, The\ 
game is also totally, 
unsympathetic and will try to kill 
you at each and every turn, but if 
you like a challenge then this 
makes you want to play it more. 
The game is pretty hard, but h 
findnchallem ' ' ‘ '' 

play, (i 
ugees 

spot in the caverns i 




On briefly seeing 
the game for the 
first time the 
PCW show last 
year, 1 remembem 
not being too 
impressed^ Phis m 
probably the 
opinion that most 
people form, as at first glance It 
doesn't look that special. Once, 
you accept the fact that you have * 
to use keys to play and you 
actually get into it, one finds that 
the game is in fact very tough, 
but very good. The gravitational 
and Jnertial effects are exceller^i 
as IS the fast, smooth scrolling 
routine used. Some of the 
sprites haven't been amazmgiy 
well defined and animated, andi 
the choice of colour is 
occasionally odd. This doe^nl: 
detract from the quality oyhe^ 
game though, which is a superb 
mixture of various gameplay^ 
elements. There's a sprinkle of 
shoot em up here, some 
platform game there, a bit of 
arcade/adventure . . . and it all 

^ou like games! 
feel or plenty of| 
possible exploration or a host of 
other ^ings, then "you could 
choose a lot worse than Rocket 
Roger 

more than rocky peaks, red hot 
lava, asteroid storms and saucer 
attacks. Belowground however, 
there is a large complex 
consisting of many platforms, 
elevators, laser beams, nasty 
aliens, trap doors, and so on. It's 
a bit like the choice between the 
devil and the deep blue sea 



Presentation 70% 

Good, loadable instructions and 
tips on the game but few 
options. 

Graphics 76% 

Smooth, fast scrolling window 
and good sprites and 
backgrounds. 

Sound 38% 

Some good FX but few of th(im. 

Hookability 8C3% _ 

Inertial effects are difficult to^et 
used to but the exploration bug 
bites. 

I 

Lastability 86% 

Very hard game but fun to play 
^ especially with the map. 

Value for IN/loney 8 1 % 

At around £8, not overpriced 
then or now. 

Overall 88% 

A great blend of different 
games. 
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T®" !? British novelist Aldous 

'" *'’® *'*'® °* '’'® best selling novel 
fomo mnr-f X®”'’ ''®'Y own Gary the Penn, brings you 

Ind frirdjldvl^^^ '‘P^' «=beats 


ENTOMBED 

ELUCIFICATION 

Due to incredible popular 
demand (I'm sitting amongst a 
load of queries as I speak), here 
is the complete Entombed 
solution (oh — many thanks to 
those who sent in solutions, 
maps and tips). 


THE START 

See the eye to the right? Walk 
over to it, face it and jump. The 
two idols will flash (I) and part, 
allowing you to walk on by . . . 

RpOMA 

Nice 'n' simple — jump the 
boulders to get to the chest 
where you will find a whip. Go 
to Room B. 

ROOM B 

Careful timing Is needed to go 
under the beetle and onto level 
2. Go to Room D. 


ELITE (Firebird) 

This is how Kurt 'Deadly' Farmer 
of Southampton feels it's best 
to play ... 

After playing Elite for many 
hours, I have finally brought 
together the best hints and tips I 
could find. 

Firstly you need cash to get 
anywhere In Elite and the only 
two ways to do this Is by trading 
or shooting Pirates. If you are a 
beginner you won't be able to 
kill many Pirates so you'll have 
to trade. 


TRADING 

The best trading route I have 
found so far Is between LAVE, 
LEESTI and DISO. This Is a good 
route because It's pretty safe for 
beginners and once you get 
going the cash really starts to 
flow. 

Start at LAVE and take furs to 
LEESTI. At LEESTI take 
con^uters to DISO and from 
DISO take furs or food back to 
LEESTI (If the price is above sixty 
credits on furs take food 
instead). Don't bother going 
back to LAVE until you are more 
experienced. 

EQUIPMENT 

The best equipment to buy is 


ROOMC 

Not yet, this room comes later. 
ROOMD 

Jump the snakes to get to the 
chest where you will find a 
scroli. Go to Room E. 

ROpME 

Whip the buii's head from the 
left to move It sufficiently 
enough to allow you to pass 
through to level 3. Go to Room 
F . 

ROOMF 

Do as you did in Room A to 
collect a small Idol from the 
chest. Go to Room G. 

ROOMG 

If you did as you were told and 
collected the small idol from 
Room G, the large idol blocking 
the door will move. Go to Room 
H. 

ROOM H 

Collect the glowing droppings 
released by the bird by jumping 
into them. If successfully caught 


listed below: 

LARGE CARGO BAY. Now you 

can take more cargo on your 
runs from planet to planet. 
BEAM LASERS. Pirate ships 
blow up much faster than they 
do with PULSE LASERS and 
saves all that messing around. 
ECM SYSTEM. There is nothing 
worse than being destroyed by a 
rogue missile that you can't hit. 
FLIEL scoops, a good 
investment as you can pick up 
cargo cannisters left behind by 
any ships destroyed. You can 
also pick up fuel from the sun. 
DOCKING COMPUTERS. 
Although you must be able to 
dock manually, this eases the 
worry of h itting the side of the 
space station and blowing 
yourself up. Lovely music too . . . 
EXTRA ENERGY. Makes your 
energy charge up independently 
of your shields and recharges 
quicker than normal. 

MILITARY LASERS. Get these as 
soon as possible as the enemy 
can be blown up very quickly 
and they're great fun to use. 
Also, you can't do the 
CONSTRICTOR mission unless 
you have these. 

Other items of equipment can be 
bought at leisure. 

When buying any of the above 


you will hear a 'dink' (not a 
ping' or a 'ting' as printed last 
month, someone pointed out), 
so vyalk over to the pot, sorry 
jar, in the far right corner of the 
screen and drop the bits in there 
(where you will hear another 
'ping', 'ting', 'dink', 'tink' or 
whatever you want to call It). 
The moon will set and the sun 
will rise and it'll be the start of 
yet another bright new day..! 
No it won't — the jar will start to 
move down with each dropping 
deposited until there's enough 
weight to make the 
sarcophagus open and the scroll 
within with be thine! 

Keep a watchful eye on your 
oxygen level as collecting the 
droppings takes time and it's 
very easy to lose a life. Go to 
Room I. 

ROOM I 

Slip under the fly. Jump the 
scorpion and dodge the 
mosquito to get to the chest. 
Inside you'll find another helpful 
scroll (1). Go to Room K. 


make sure you have enough 
credits left over to carry on 
trading. 

general tips 

• Don't trade in contraband! 

• Energy Bombs don't work on 
Thargoids but they will destroy 
the smaller, remote controlled 
Thargons. 

• Only trade In computers, furs 
and food. 

• Don't go to Anarchy planets 
such as RIEDQUAT until you are 
competent with Military Lasers 
and an Iron Ass (I). 

• When flying to a planet or sun 
the whole game seems to slow 
down so go to another view. The 
shields charge up quicker too. 

• Every time you go into a new 
galaxy your legal status is 
restored to clean. So, after you 
have been Into battle with the 
Vipers to increase your status, 
perform a Galactic Hyper-Space 
to the next galaxy where you will 
be clean again. 

While we're on the subject of 
Elite, here's a little 'cheat' for 
you to try out. Pause the game 
then type X, C and M on the 
keyboard. Who needs a Docking 
Computer now!? 


ROOMK 

Walk up the ramp to the left of 
the screen and stand in front of 
the eye. Face the wall to the left 
and jump repeatedly to get the 
boulder blocking the door 
moving. When there is a large 
enough gap for you to pass the 


level 5. Go to Room L. 

ROOM L 

This room contains the torch 
(Yeah! Great! Fab! Brill! etc). To 
get it, you have to whip the 
gongs in the correct order. But 
what's the order? Well mine's a 
round of cheese sandwiches 
and a Chelsea bun, oh, and a cup 
of tea. No, seriously . . . I'll let 
you find out for yourself! 

Oh, alright. Whip the yellow 
gong (second from the left) first, 
then the blue one (far right), 
then the grey one (far left), then 
the green one (second from the 
right), then the white one in the 
middle, then jump up and down 
a few times, then do a pirouette, 
then whip yourself, then . . . 
(This is getting silly — it's not 
Staff of Karnath so stop It— Ed). 
Sorry. Right where was I? Oh 
yes — after whipping the white 
gong it will rise to reveal . . . THE 
TORCH! (Cheers, applause etc). 
Now go to Room M. 

ROOMM 

Now that you've got the torch 
(you haven't? Well read the tips 
a bit more carefully then!) you 
can use it to find a route to the 
chest at the back of the room 
with a scroll in it. Select USE 
TORCH, press the fire button 
and guicle the torch beam 
around the room. You'll 
probably find that the layout to 
this room js the same as that of 
Room Q (well at least most 
people have). Go to Room N. 

ROOMN 

Move Sir Arthur up the ramp 
and take him for a dip in the 
white pool. Trot down the ramp 
and take another dip in the 
yellow pool to turn invisible — 
use the whip to see where you 
are as you make your way over 
to the red pool and immerse 
Arthur In it (making sure that 
you move far enough into the 
pool). Once you're sure that 
you've had a good soaking, go 
back to the White pool and re- 
immerse yourself — you can 
now leave the room and move 
on to level 6. Go to Room O. 

ROOM O 

This is exactly the same as the 
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► RACING DESTRUCTION SET 

A new and exciting, splitscreen, computer slot 
car racing set for 2 players. Features: 

► 19 world-wide Grand Prix plus 31 othercircuits built- in. 

► Chooseandcustomizeyourvehicle. 8 vehicles to select, 
from Formula Racer to Dirt Bike. 

► Pickyour engine size, tires and weapons. 

► Create your own racetracks with jumps, hairpins, hills, ice and dirt. 

► Play the computer or a friend . ► Joystick control 




A COMMODORE 64/128 £14.95 
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< PINBALL CONSTRUCTION SET 

Create your own computerised pinball game. Features: 

► 5 games built-in. 

► Over 24 different working parts like 
bumpers, chutes & flippers. 

► 8 icon-driven commands: move, change 
shape, paint, magnify, change physics, 
change wiring of sounds & bonuses, save. 

► Comprehensive manual. 

► Joystick control 
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◄ COMMODORE 64/128, ATARI 600/800XL & 130XE £14.95 

APPLE ll/ll+/llc/lle, 

IBM PC/PCjr £19.95 


► MUSIC CONSTRUCTION SET 


Create your own music- using this easy, powerful 
music composer. Pick a note, place it on the staff and 
hear it play. 

^ Many tunes are built in , so you can start immediately. 

>■ Easy and fun enough for non-musicians; deep and 
powerful enough to interest a serious musician. 

► Comprehensive manual. 

► Joystick control 



COMMODORE 64/1 28, ATARI 600/800XL & 130XE £14.95 ► 
APPLE ll/ll+/llc/lle, IBM PC/PCjr £19.95 















Not all retailers stpck titles on disk, if you have difficulty in obtaining a title please write 
to us at the following address enclosing a cheque for the correct amount made outto 
AriolasoftUK Ltd. (prices include p&p) stating title and machine format required. 

AriolasoftUKLtd., Suite 105/106, Asphalte House, Palace Street, London SW1E 5HS. 

UK orders only accepted . 


HIGH PERFORMANCE PROGRAMS 


I 


► ADVENTURE CONSTRUCTION SET 

Create your own adventures using this unique graphic 
adventure generator. Features: 

► 8 adventures built-in. 

► Library of 500 prebuilt creatures and props. 

► 30 musical themes and sound effects. 

► 1 3 kinds of magical spells and effects. 

► Pixel editorfor drawing new graphics. 

► “Finish” option completes designs automatically. 

► Maximum adventure size: 240 rooms, 500 different 
creatures, 7,500 props. 

► Joystick control 

COMMODORE 64/1 28 £ 14.95 ► 

APPLE ll/ll+/llc/lle £ 19.95 
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► 

COMMODORE 
64/128, ATARI 
600/800XL 
&130XE £ 14.95 

APPLE 11/11+ 
llc/lle, IBM 
PC/PCjr £ 19.95 


► MAIL ORDER MONSTERS 

Create your own monsters, add weapons and 
supplies and send it into battle with other monsters. 
The more it wins, the more powerful it gets. Features: 

► 12 different basic monsters. 

► 20 body enhancements. 

► 30 weapons, defences and extras. 

► 8 battlefields (including urban ruins, jungle, 
islands and arctic waste) . 

► 3 battle scenarios. 

► 3 skill levels. 

► Play the computer or a friend. 

► Joystick control n 


< SEVEN CITIES OF GOLD 

An exploration game set in the 16th century world of the 
Spanish Conquistadors. Historically and geographically 
accurate. Features: 

► 0ver2,800 screens representing 11 million square miles 
of the undiscovered New World. 

► 200 different native settlements to trade with or fight. 

► Navigate, mine, establish settlements and manage your 
own resources. 

► The computer maps your discoveries and will generate 
an infinite number of random new worlds. 

► Joystick control 


► 

COMMODORE 

64/128 

£ 14.95 


THE LVONBEftP IS HEIJ. EQUIPPED 
WITH CLAUS AND FANGS 
COST — 378 


BRONTO 


HCmiNlD 


LVQN8EAR I ARACHNID CARNIFERN 


AMOEBOID 


PTERASAUR 
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first snake room (Room D) 
except It's dark (woahl Scary, 
eh?l), so do as you dood before 
and collect another scroll. Go to 
Room P. 

ROOMP 

There's a jar to the right as soon 
as you enter the room — whip it 
until it falls onto the adjacent 

platform. Walk over to the other 

jar and whip it along to the end 
of the ledge until it falls off onto 
the platform below. The 
platform will go down and the 
idol will move, revealing the 
chest containing the Knot of 
Isis. Now you can go back up to 
Room C and . . . no, on second 
thoughts you'd better do Room 
Q first, so go to Room Q. 


ROOMQ 

As soon as you've walked far 
enough into this room, a 
portcullis drops down behind 
y^ou, sealing off your only exit. 
To get the portcullis to rise 
again you have to walk around 
to that chest over to the far left, , 
get the scroll inside and get 
back again before your air runs 
out. Hmmm! Not so bad, except 
that you were turned invisible 
when the portcullis fell. Oh dear 

Listen to your footsteps and 
try to envisage your position. 
Not a great deal of help I know, 
but there's not much advice one 
can give. Anyway, when and If 
you do get out, go back up to 
Room C (at last). 


ROOMC 

Walk up to the sarcophagus and 
you'll gain a bowl of fruit. Yes, 
I'm afraid it's as simple as that 
so stop wingeing about being 
cheat^ and peg it back down to 
Room J. 


ROOM J 

Normally, if you haven't got the 
bowl of rruit, the ghosts will 
come shrieking after you. Now 
that you've got the fruit (you'd 
better have it by now) the 
ghosts won't harm you — they 
merely lift you up to the coffin, 
allowing you to open it and get 
the Book of the Dead. They're 
not too keen on you leaving 

with it though, so watch your 
f n ^ ROOITI R. 


ROOM R 

On walking right into this room, 
a portcullis drops down and 
another moves up, releasing the 
snake from behind. To dispose 
of the snake, teke your recently 
acquired reading matter to the 
chest. You can now move on to 
level 7. 

ROOM S 
This room is the same as Room 
I, except it's dark, and it should 
be done in the same manner. 
Once you've got the scroll, go 
next door to Room T. 

ROOM T 

There are two ways of tackling 
this room — either by the 
'proper' method or by 
'cheating'. First the proper 
method: Whip the boulder onto 
the platform (making sure 
youVe on the platform too) and 
open the chest to get five new 
lives. Great, except you've got 
to get out again. Whip the 
boulder off of the lift, ride the 
platform back up to the top and 
trot down the ramp to your 
fteedom . . . 

Well it's not quite that simple 
as this Is where you find out that 
the extra lives weren't really 
worth the hassle. A large, 
greeny-bluey-grey crocodile, 
with great big, huge pointy 
teeth blocks your exit, taking 
three or four lives off you when 
you touch him. Oh, so what 
about the cheating method? 

Okey dokey, nice 'n' easy (nice 
'n' cliche more like — Ed). Don't 
actually go in to the room — 
walk past it until it scrolls off 
screen, then turn tall and go into 
the room. The five lives 
automatically become yours — 
Ha! Noooo problem. 


ROOMU 

If you've collected all the scrolls 
so far, a final, hidden room will 
have opened up on the 7th level. 

I won't say where, as it isn't 
exactly difficult to find. When ^ 
you have found it though, here's 
what to do . . . 

Go round to the boulder, 
avoiding the clouds, and push It 
along to the end of the 'pier' (no 
Fruities or Space Invader 
machines or Candy Floss, but 
then what else do you call it 
other than a 'pier')? When the 
boat is near enough, whip the 
boulder onto the boat and sink it 
to gain the Scroll of Thoth. 

'Osiris will not let you pass 
until the Scroll of Thoth one^ 
hast', remember that? Well if 
you return to the start you will 
find the exit, and the end of 
game message 'cos you've 
finished the game (booooring)! 
Never mind, perhaps the ending 
to their next game, Blackwyche 
will be slightly more 
imaginative . . . 


70 ZZAP! 64 October 1985 









From the black and white pages 
of a dusty book emerges the 
colourfull and gripping 

adventure pf 


Story 


Save the world of “Fantasia” in this thrillin({ adventure, (’ast as the hero Atreyu and aided hy 
F aleor, the I juek Draj^on, you faee the trials and terrors of the ever eonsumiiifj “Nothiiifj”. 
Knter the quest in this ric-hly illustrah'd and highly imaj^inative eomputer movie. 


COMM. (M 
SPKCTRUM48K 


9-95 


Ocean Software Limited 
6 Central Street, Manchester M2 5NS 



9-95 


Al’Altl 

AMSTHAI) 


Telephone: 061-832 6633 
Telex: 669977 Oceans G 


selected branches of:( 


^ Ocean Software is available from 

),WHSMITH ,^4MSBSM.W00U¥0RTH. lASKyS.Rurnbeiows. 


-Spectrum Shops and all good software dealers.Trade enquiries welcome. 




TIPS 


BOULDER DASH 
(Beyond) 

Tim Williams of Newport, 
Gwent wrote in asking how to 
complete cave G in Boulder 
Dash / as he can only find 6 
diamonds. Well Timmy babes, I 
think I might be able to help . . . 

Trap the amoeba (that's the 
pulsating green stuff that 
multiplies a bit rapid) at the 
bottom of the screen with 
strategically dropped boulders 
and wait for it to turn into 
umpteen sparkling gems, ready 
to collect. 


POKES! 

The response to the POKES 
section has been phenomenal, 
with dozens of excellent 
routines coming in every day. 
Thanks go to those who have 
sent them in and to those who 
will - Hint! Hint! (Or should that 
beTiplTip!?’Edni^\s isn't 
called the hints page for 
nothing, you know). 

We kick off this month with 
some more POKES for 
Dropzone, following those 
printed last issue. I've received a 
lot of mail from people who 
can't enter the POKES and want 
to know how. Well despair no 
longer for Michael Jackson of 
Worthing, Sussex has come up 
with the answer . . . 

Type LOAD (RETURN) to load up 
the first part of the program and 


MINI TIPS 

A humourous little tip on New 
Generation's Trashman from 
Steven Howard of Lowestoft, 
Suffolk. Just enter FORK ME (or 
something sounding fairly 
similar!) instead of your name 
and all the cars will disappear 
when you play! 

FINDERS KEEPERS 

Simon Wright of Gosport, 
Hampshire sent in a few helpful 
hints for one of Mastertronic's 
more recent releases. 

The Philosopher's Stone and the 
Lead Bar (both found in the 
bottom right of the Castle 
Gardens) form a Gold Bar worth 
£500. 

If you take the Broken Sword 
(found in the bottom left of the 
Castle Dungeon) and the 
Blacksmith (from the Room 
with a View), the sword will be 
turned into Excalibur. The 
strange thing is, that the Broken 
Sword is worth £1 0 and the 
Blacksmith £7, but Excalibur is 
only worth £10! 

The Spark of Life and the Pile 
of Mud (both found in the top 
right of the Castle Dungeon) 
form a Mud Monster worth 
£ 1000 . 

The second-from-the-top 
object in the Needlework Room 
is a Crystal Ball worth £500. The 
object above it is a Z80 Chip 
worth all of 0.01 p, so don't 
bother with that! 

Don't pick up the Sticky Bun or 
the Tube of Glue as you won't be 
able to drop them! The same 
applies to tneTransmat Key, but 
this is needed elsewhere in the 
game. 

One further tip, never carry the 
Saltpetre, Charcoal, Sulphur 
and Burning Torch all at the 
same time, oecause as your 
science teacher once told you, 
gunpowder and fire only mix 
explosively! 


enter the following POKES once 
it has loaded . . . 

POKE 1007,39: POKE 1011,226: 
POKE 1012,252 

Then type RUN (RETURN) to 
load the next part. When that 
has finished loading, type in any 
of the POKES fromlast issue 
before entering this small 
routine: 

POKE 1007,55: POKE 1011,132: 
POKE 1012,255: SYS 1006 


The game will now run and 
you'll be able to see the effects 
of last month's POKES for 
yourself. 


PENETRATOR (Melbourne 
House) 

A short tip from Jonathan 
Williams (no address, just green 
writing on white paper). 

Play a two player game as the 
second player. When the game 
is over, play again as the second 
player — your last score doesn't 
get cleared and you can add to It, 
amassing a huge score. 

A VIEW TO A KILL (Domark) 
Load the game, turn the 
computer off and start crying. 

Mark Roe, Askern, Doncaster. 

SHADOWFIRE (Beyond) 

Nigel Wilkinson of Chingford, 
London wrote to say how good 
he thought the Shadowfire map 
and tips were (you remember, 
the ones printed in issue 4). He 
also gave a few of his own . . . 

Key Cards. Generally not worth 
going out of your way for, as 
time IS of the essence and they 
aren't usually found near the 
appropriate door. One 
exception is the card In Military 
Section Reception which will 
open the very next door in 
Military Reception Check. 
Instead, get Master Key Card 
from the Sky Fortress Captain's 
Cabin. 

Time Delay Unit. This wasn't 
explained in the tips, but it Is 
used by Manto to capture Zoff. 
First give It to someone strong 
enough to carry and pass it back 
to Manto when you're ready to 
mount your attack on Zoff. 
Whilst your forces hold the 
enemy In Major Xator 
Command Post, Zork and Manto 
should enter the Zoff Armoury 
with the Master Key Card. Zoff 
will be found to the right of 
Zoff 's Quarters. 

Manto should now activate 
the Time Delay Unit and move to 
the right so as to occupy the 


CHINA MINER (Interceptor) 
Yes I know I've already printed 
some POKES for this game but 
these are for the turbo version. 


same space as Zoff. With time 
frozen he can't slip by you and 
Manto can beam him backtothe 
Enigma Craft. The Ambassador 
is to the South In the Security 
interrogation Chamber. 

HYPERSPORTS (Imagine) 

You know the rather cool bit of 
music that plays while the 
program loads (not the Chariots 
of Fire stuff, the first bit)? Well it 
turns out that it's not quite as 
short as you might have 
thought . . . 

Load the program up as usual 
and when the music first starts 
to play, stop the tape, rewind it 
and put it away for another day. 
The music will continue to play 
but instead of bursting into the 
rendition of Chariots of Fire it 
will carry on, a sort of extended 
version if you like. 

BOUNTY BOB STRIKES 
BACK (US Gold/Big Five) 
This has got to be the best cheat 
yet . . . Enter the number 57502 
in the special code box and 
press A and F3 TOGETHER to 
put you in mega amazing, brill, 
fab and cool cheat mode. Start 
the game and type in the 
number of the screen you wish 
to play, on the keyboard eg: to 
start on screen 6 type '06', for 
screen 23 type '23' and so on. 


THING ON A SPRING 
(Gremlin) 

OK, you frustrated Things out 
there, here's something to 
make this beggar of a game 
easier (but not much)! 

Little do most people know, 
there is a cheat mode for 
unlimited oil that we've been 
keeping back until now. When 
on the title screen hold down 
the following keys: T, H, I, N, G, 
BACK ARROW (top left of the 

1ST 


Thank you Paul Cooling and 
Jason Powers of Totten ham for 
the following routine. 

First, rewind the tape to the 
beginning then type; 

SYS 63276: SYS 63276 
(RETURN) 

Press play on tape and when the 
computer responds with 
FOUND CHINA, DONT press the 
Commodore key or space bar, 
just allow the program to load 
on its own until FOUND PI is 
displayed. When PI has loaded, 
the READY, prompt will appear 
so type SYS 62828 (RETURN) 
and wait for the next part of the 
program to load and the READY . 
prompt to come up again. Now v 
type SYS 1076 (RETURN) to load 
the last part and once that has 
finished loading you can enter 
the following POKES . . . 

POKE 32776,0: POKE 

2230^ , (number of lives)'. POKE 

33320, (number of screen), not 

forgetting to press RETURN 
afterwaros. 

To start the game type SYS 
331 27. If you need to change a 
screen or something, hit RUN/ 
STOP and RESTORE and re- 
enter the POKES. 


LOCO (Alligata) 

Martin Jones of Deal, Kent sent 
in this excellent set of POKES for 
the ageing Crowther classic. 

Rewind the tape to the start 
and type VERIFY "",1,1 
(RETURN) 


Press play on tape and when 
VERIFY ERROR appears type i 
the following : 


in 


te,lx«rtl. ndlN^/re Lmh. “ 


POKE 924,226: POKE 925,252: 
SYS 849 (RETURN) 

After the program has finished 
loading and the machine has 
reset, type in these POKES : 

POKE 2049,12: POKE 2050,8 
(RETURN) 

POKE 26944,234: POKE 
26945,234: POKE 26946,234 
(RETURN) 

RUN (RETURN) 

This will have the effect of not 
removing any lives lost, but you 
will still get an extra life every 
10,000 points. When more than 
nine lives are obtained you will 
start to get strange characters 
appearing where the number of 
lives should be. Don't worry, it 
only means that you can't get 
scores of much more than two 
million! 

KOKOTONI WILF (Elite) 

If you're still having problems in 
completing this popular game 
then trythese POKES, from 
Robert Troughton of Cowling, 


border goes grey then all is well, 
so press the Tire button to start 
the game . . . 


Rewind the tape to the 
beginning and type LOAD 
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BLACKWYCHE" recommended retail price £9.95 inc VAT 

• «««. ^ * 


Available from W.H.SWITHS, BOOTS, J.MEMZIES, WOOLWORTHS 
and all good software retail outlets. Also available from 
ULTIMATE PLAY THE GAME, The Green, Ashby-de-la-Zouch, Leicestershire LE6 5JU 

(PfirP are included) Tel: 0530 41 1485 
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(RETURN). When the first part of 
the program has loaded, enter ^ 
the following ITOKES: 


^4 i 


« 


POKE 681, 237: SYS 680 
The game will now load. Once it 


has finished,^type in these 


POKES ; . , 





«•%- A<M^'''>^^^i'L 

'S f^- * f "!«i Saifs'”' * ^ 

. POKE 50134,{any level between 
1:1 and 6 ) 

POKE 501 39, (any screen 
between 0 and 65) 

-A -^'y^' aS^Wj. 




i!-^ 






Here's a list of which screens are 
on which levels: . 

Level One: Screens 0-1 V”:>''^’^;|g 
Level Two: Screens 12-19 
Level Three: Screens 20-29 
Le ve I Four: Screens 30-43 
Level Five : Screens 44-52 ,, 


Level Six: Screens 53-65 




FLAK (U$ GoM/Funsoft) > ^ 
Some interesting POKEypoos 4 . ' 
from Dominic Taylor of Reading, 
Berks.^^ p'? ^ 

■*' ff> #? '■^M' aa'^i 

' <s4 *A>a < 


'as sSi Sa'i ' 

JBeyvind the tape to the start,^ 
(RETURN) and press 


type LOAD, , 
play on tape to load the first part 
of the program. Now enter 7 , 


these 





POKE 101i;i67: POKE 1012,2 
(RETURN) ’ ' 

POKE 679,20: POKE 680,132 


(RETURN) 

POKE 681,255: POKE 682,20 
(RETURN) * 

POKE 683,163: POKE 684,253 
(RETURN) 

POKE 685,20: POKE 686,21 
(RETURN) ► 

POKE 687,253: POKE 688,96 
(RETURN) .mm 
RUN (RETURN) 




The program will now finish 
lo£iding. After a short while the 
screen will clear and the READY, 
prompt will appear, in which 
case you should enter the 
following POKES: 




POKE 9524,255: POKE 9525,255 
(RETURN) 

Type SYS 3072 to start the 
game. The sprite/sprite 
collision detection yvill now^ 


have been disabled. 

"" ' ' 4*, 






ENTOMBED (Ultimate) 

For those of you with a reset 
switch (or equivalent) here are 
: some POKES to get rid of the 
mummies in the corridors. 


POKE 27658,169: POKE 
^27659, 20: POKE 27660,234: SYS 
2128 


Then press the fire button, FI > 
and finally the fire button again. 


That's it for another month. Thanks to all ZZAP readers who 
sent in their bits and pieces and rhade it all possible. Sorry if 
your name and address didn't make it in, but there's often 
loads of similar tips on the same subject, and far too many 
letters to use. But don't stop sending them \n, because you 
never know — next time it might be YOU! Also, sorry for the 
fact that I can't get round to writing individual replies to 
problems — it simply isn't possible because of the quantities 
Involved. 

If you want to write to the column, it's ZZAP TIPS, PO BOX 
10, LUDLOW, SHROPSHIRE SYS 1DB, or via Micronet or 
Cohipunet. 















SPECIAL READERS' OFFER! 


i* 1. ^ 


!i' j 


LW > ' ' 



Here's a chance you don't want to miss I When Alligata heard that we wanted to print a 
map of their ROCKET ROGER game for the playing tips, they said that just because it 
was us (you understand), they would let us offer ROCKET ROGER to you at half its 
normal price. This is a Good Thing, because it means you can get your hands on a real 
classy classic Very Cheaply. What's more, this issue of ZZAP! even provides you with a 
route plan for playing the game, so all in all it adds up to a Very Good Thing. 


AN 


ARCADE 


.'4 £ 

' ^ ^ 4 x«;« 





ROCKET ROGER is a heavy gravity multi-screen-scrolling-arcade-platform-adventure- 
shoot-em-up that Alligata released about 12 months ago, and which (according to Gary 
Penn and Julian Rignall) 'has not aged at all either graphically or in gameplay' 


CLASSIC 


FOR 




liM J 


So what's the deal? ROCKET ROGER normally costs £7.95, but because you are a 
special ZZAPerson, you can get it direct from ZZAP! 64 Mail order for ONLY £3.99 (or 
exactly one and a half pee under half the price — there's nothing like being accurate — 
okay, so you'll have to add 20 p for postage and packaging as well . . . ) 

Just fill out the coupon below (or photocopy it, or just write in if you don't want to cut 
up the mag) and pop it with your payment in the post to the delectable mail order 
queen, Carol 'call me Aggie once more and I'll flatten your face' Kinsey. 


JUST 


HALF 


THE 


■\i 


■^5 '' 





Gosh, don't hang around, rush me Alligata's ROCKET ROGER for £3.99 (plus 20p P&P). 


PRICE! 


Name 

Address. 


Postcode I 

I enclose a cheque/postal order made payable to ZZAP! 64 for £4.19. . 

ROCKET ROGER OFFER, ZZAP! MAIL ORDER, PO BOX 10, LUDLOW, 
SHROPSHIRE SYS 1 DB 


i!il 1 
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D O M A R K 


GAME TYPE : YOU’LL NEED A KEEN SENSE 

OF STRATEGY AND AN ACCURATE 
FIRE BUTTON FINGER 

HOOKABILITY : COMPULSIVE 

LASTABILIIY : INFINITE 

GRAPHICS ■ : COSMIC 

RESPONSE : LIGHTNING 

COMPETITION : HI-SCORE PRIZES 


NOWON 


SPECTRUM 48K 
AMSTRAD 


AVAILABLE AT ALL GOOD SOFTWARE RETAILERS 
AT £8.95 

^ SEND A CHEQUE/PO TO 

DOMARK LTD, FREEPOST, LONDON SW20 8BR 

OR ORDER BY CREDIT CARD ON 01-947 5624 


DOMARK LTD., 204 WORPLE ROAD. LONDON SW20 8PN, TEL: 01 -947 5624 TELEX: 894475 G 




After last month's rather grim and depressing news 
I'm extremely pleased to inform you that adventures 
on the 64 have taken a really dramatic turn for the 
better. This month has seen the arrival of no less than 
nine adventures to my comfortable abode and many 
scriptures from fellow adventurers all over the 
country. 

There are some excellent disk-based adventures 
amidst this month's selection and some worthwhile 
cassette releases too, in the form of Red Moon and 
’ several quilled adventures. 

I am glad that my pleas for increased 
correspondence have been answered, for I was 
fearing that I might have to turn to my Pipistrel 56 for 
consolation as I started a new role in my long life as 
'White Wizard The Redundant'. Enough of my 
ramblings, read on . . . 


A complete monthly guide by the infamous White Wizard for all 64 owners v\ 


arrives, full of suspicious 
comments about her late 
husband and a fellow called 
George, ending up: 'See you 
Friday as usual, Steven'. Sounds 
as if this could be important and 
incriminating evidence! 

Quickly looking around the 
house gives rise to more 
suspicion as there are plenty of 
clues to be found. With aroused 
curiosity and some information 
under your belt, you decide it's 
high time to follow, and maybe 
question, a few people and start 
to draw some conclusions. 

As an aid to your enquiries 
there are a number of helpful 
words present in the 
vocabulary. EXAMINE is as 
useful as ever and so is SEARCH, 
although this command has 
been improved quite a bit to suit 
the game. Not only is it possible 
to SEARCH someone or 
something in a straightforward 
manner, but you can SEARCH 
NEAR an object or person. This 
usually provides more 
information than a simple 
EXAMINE. 

FINGERPRINT asks the police 
laboratory to compare the 
fingerprints of someone/thing 
with those on file at the lab (that 
is, if something is worth 
fingerprinting — most, nay all, of 
the suspects object to this 
treatment unfortunately), while 
ANALYZE results in a lab 
performing a routine check on 
something. 

Interaction with the other 
characters in the game is high, 
as you can freely converse with, 
I ana question, anyone in any 
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arrest for the murder of Mr 
McNabb! 

When you actually question 
the gardener to find out what's 
wrong, he burbles on and on 
about his roses and the 
influence that the bad weather is 
having on them! Some help! 

These responses are typical of 
not only this adventure, but of all 
Infocom classics. This is the sort 
of thing, along with massive 
vocabularies and detailed 
location descriptions, that 
makes their text adventures so 
much better than anyone else's. 
For example, kissing someone 
in Deadline is met with: 'Section 
204D, Paragraph 7.6 of the 
Connecticut Police Code of 
Conduct specifically prohibits 
kissing suspects.'! 

If there are any words that the 
program doesn't understand, 
you are told 'You don't need the 
word " " to solve this mystery.' 
— typical of the sort of 
imaginative reply that one can 
expect to get when playing an 
Infocom game, as even the most 
inconceivable questions receive 
coherent answers. Another 
example is there action to you 
trying to arrest yourself 
Sergeant Duffy, your side-kick, 
strokes his chin and replies 
'Excuse me, sir, but it would 
cause a bit of a stir at the station 
to be charging a player with 
murder.'! 

At 11.00 am, an interesting 
letter addressed to Mrs Robner 


DEADLINE 


unfortunate incident happened. 
Such mitigating circumstances 
can only cast aspersions over a 
verdict of 'death by a self 
administered overdose', so just 
how did Mr Robner come to 
such a cruel end? Before you can 
actually arrest a suspect though, 
you must be able to prove they 
had the motive, opportunity and 
are lacking in an alibi. 

. . . and you've only got twelve 
hours, computer time, to do so! 

You begin your investigations 
outside the Robner house on the 
South lawn. On attempting to 
vacate the premises you are told 
that Leaving the estate would 
mean quitting the case and, 
most probably, your job. 
Hmmm! It looks as if you're here 
to stay . . . 

A search of the surrounding 
vicinity proves successful, with 
the discovery of two strange 
holes in the ground and the fact 
that the eccentric gardener, Mr 
Angus McNabb, doesn't 
appreciate people treading on 
his roses. He also objects quite 
strongly to being hit 'with a 
lethal blow of the hand', as he 
does expire quite rapidly. 
'Perhaps,' you think, 'I shouldn't 
have done that,' responds the 
computer, after a lengthy piece 
of text is given desribing your 


Commodore, £11.99 disk 
only 


t is always a 
pleasure to sit 
down and play 
an Infocom 
adventure, even 
when it's as 
unusual and 
different as this. 
Deadline is the 
first in Infocom's 'Mystery 
Series' of adventures {Witness 
and Suspect being the the other 
two) and gives you the chance to 
play out the role of an infamous 
detective, who has been called 
in to investigate the death of one 
Mr Robner. 

The Chief of Detectives, 
Warren Coates, is completely 
convinced that there was no foul 
play involved, but he wants you 
to conduct a more thorough 
investigation all the same, since 
people are, after all, suspicious 
by nature. 

It turns out, from the 
Inspector's Casebook provided 
in the package, that Mr Robner 
had called the CoD a few days 
before his demise to inform him 
that he was altering his will. In 
fact Robner was in the process 
of sending the relevant papers 
to the CoD when this 





tiers who prefer games involving typed commands rather than wiggled joysticks. 


way, should they be willing to 
talk to you. For example, MRS 

JONES, TELL ME ABOUT MRS 
ROBNER, HEY, MR MCNABB 
"WHAT'S WRONG?" ,MRS 
ROURKE, SHOW ME THE 
FOOD 



and other such communication, 
all elicit useful, and sometimes 
humourous, responses. This 
sort of flexibility makes Deadline 
absorbing and rewarding to 
play. 


One really excellent feature is 
the WAIT command. It's 
possible to WAIT FOR or WAIT 
UNTIL certain times or even to 
WAIT FOR someone! 

The location descriptions are 
incredibly informative and one 
needs little imagination to 
conjure up an image of their 
surroundings. When in the 
garden for instance, you can 
almost smell the roses! 

When you finally decide that 
you have gathered substantial 
evidence, you should firstly 
ACCUSE your suspect, and then 
ARREST them. Get it right 
though — your job won't mean 
much if you don't as you'll end 
up losing it! 

Deadline is a most unusual 
approach to a text adventure 
and is perhaps Infocom's most 
absorbing to play yet. 
Unfortunately it is only available 
on disk, but then what did I tell 
you about getting a disk drive? 

Atmosphere 9 5 % 

Interaction 97 % 

Lasting Interest 90% 
Value for Money 96% 
Overall 93 % 



RED 

MOON 

I 

cassette 

have been 
waiting for 
some 

considerable 
amount of 
time for a new 
Level 9 

adventure. 
Their constant 
ly admirable games always 
have me puzzling late until 
the early hours and 
conseguently when news of 
Red moon reached my ears I 
•was thoroughly pleased, 
unfortunately it arrived just 
too late to be able to include 
it in last month's column. 


Level 9, £6.95 



The adventure itself lives up 
to the usual high standard 
set by previous Level 9 
games, with over 200 
pictures, a large vocabulary 
and an involving scenario. 

First I must comment on 
the graphics. These are very 
controversial, true 

adventurers reckon that if an 
adventure is good then you 
don't need pictures to help 
you conjure up the scenario 
and in fact pictures can even 
ruin an adventure. The 

§ raphics in this one can only 
e said to be fair, lacking 
something in the colour, 
although Doasting some nice 
detail. The program also 
takes quite a while to draw 
them, making the going 
rather slow if you are the sort 
of explorer who likes to 
whizz from one location to 
another. 



You are in a Iofi9 snairitaw, Exits are 
north to a recess cofitainlii^ a %fell 
aii<f north%#est to a secret bedrooit* 
lb»at noitf? 

If 


Vou are in a recess containinsi a 
i#eil« Exits are south to a lono 
stair%#ay and do%fn to a wel l*~bottow. 
fihat now? 



\oy are or* a bank of a lava river# 

€; Is i 09 the glowing rock ooa^e 
I I . I he overwhelHing 
t yryiac e^heat of this place prevents 
tort her progress round the Hountain. 
rxsts are c^ast to a volcanic outcrotp 
ana sooth to a dry plain of volcanic 

5> I ? » 

llhat now? 


Red Moon comes with a 
nice story that fills out the 
background of the game and 
proves to be practically 
informative in as much as it 
provides a few clues and tells 
you exactly what you should 
be aiming for. 

Unusually for Level 9, the 
game itself has a bias 
towards combat, with 
weapons and armour 
playing a very important 
part. Tajik' too is another 
important aspect, with many 
spells for you to use during 
the ^me. 

when you play you will 
find that the keyboard buffer 
has npt been removed — this 
is quite a good idea for it 
allows such swift Wizards 
like myself to type ahead and 
consequently move fast 
througn the adventure, and 
to some degree, this makes 
up for the slow drawing. The 
other nice feature is that you 
only need to type in the first 
three letters of a word, 
saving hours of finger wear! 
This (typical also of Quilled 
programs) is a friendly 
eature strangely missed still 
3y so many adventure 
games. 

As you would expect from 
this software house, the 
copious location 

descriptions are detailed, 
atmospheric and provide a 
good mental picture of your 
surroundings. 

The cornbat scoring used 
during the game is 
presented in the form of hit 
points that are reduced 
during fighting. This method 
gives you an idea of your 
survival chances, although 
the garne does give you 
sever^ lives that allow you 
to progress further. The 
majik, on the other hand, is 
gained by picking up certain 
objects that let you 'focus', a 
situation that might seem 
hocus-pocus to you but to 
rne, dear reader, is quite 
simple and logical. Once you 
have collected the correct 
objects you are able to CAST 
certain spells which allow 
you special priviliges; if, for 
instance, you find yourself 


stuck in the castle, try 
ESCAPE CASTLE. 

The only major setback is 
the nasty habit most Level 9 
adventures have of not 
responding to things that 
don't have much to do with 
the game as far as the 
program is concerned (even 
if you think the otherwise). 
For example, I found myself 
in a large field full of red 
flowers. When I typed 
EXAMINE FLOWERS I was 
told that I couldn't see them, 
even when I was standing in 
a field full of them! This can 
be irritating because it is 
clearly illogical, and the best 
that can be said is that when 
an adventure does not 
respond logically at least the 
player knows that he is on 
the wrong tack. 

But despite my few niggles 
Red Moon is yet another 
brilliantly original adventure 
from the programmers of 
what must be THE best 
cassette adventures. Highly 
recommended and 

thoroughly enjoyable. 


Atmosphere 92% 

Interaction 92% 

Lasting Interest 89% 

Value for Money 95 % 

Overall 90 % 
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BEATLE 


QUEST 


Number 9 Software, 
£9. 95 cassette 



his quilled 
adventure cer- 
tainly caught 
my eye when I 
received it ear- 
tl Her on this 


on 

^ month. It is 
^1 based on an 
apparently leg 


endary 'pop' group called the 
Beatles, and incorporates 
many of their lyrics within the 
game's structure. Of course, if 
you aren't too familiar with 
their ballads (my ancient gra- 
mophone doesn't cater for 
records that run at anything 


less than 78 rpm) perhaps 
manv may not be too inter- 


ested, but I can see that it is 
likely to attract fans of their 
music, 


from Liver Birds tapes (the 
white Wizard has never heard 
of such a strange feathered 
creature) to books, peeling 
wallpaper and dim lighthulbs. 
There's also a girl on the bed. 


a rather happy seventeen-year 
^idual V ' ' 


old individual who's in the sort 
of condition that only a bottle 
of the finest Pipistrel 56 could 
possibly bring about. She 
didn't prove too helpful, so I 
pottered about the place ad- 
justing to such strange surr- 
oundings. After a very short 
space of time my condition 
deteriorated and I sought 
vainly for food (a common 
feature of Quilled adventures 
such as this). Moments later 
my intestines had gone rather 
wobbly and I was asked 
whether I wanted another 


game. 

Naturally I set about my 
duties for a second time. On 
this occasion I was accosted by 
somebody called Maxwell in 
possession of a silver hammer 
and was promptly 'bane- 
banged' until I was dead. My 
third quest was more rewar- 



The adventure itself is cer- 
tainly an odd one. Set in the 
year 2953 (quite a few years 
after the Beatles hit records I 
gather) you take the role of 
Keeper of the Archives, 
loohing after remnants of 
Ancient Earth while pioneers 
search for a New Earth some- 
where in space. While resea- 
rching, your interest is part- 
icularly taken by 'The Four 
Kings of EMTand you yearn to 
return to those times. By feed- 
ing certain data into the com- 

g uter you enter a simulated 
eatle world and the adven- 
ture begins (what's wrong 
with a good spell I will never 
know but still . . . ) 

This adventure is definitely 
odd, starting with the infam- 
ous 'swirling mists of time'. 


where any move puts you into 
(in ' ' 


a rather cirab location — a late 
60s bedsit. All around you are 

th( 


the seedy remains of the past. 


ding and after delving much 
further I discovere( 


?(f some 
weird and wonderful things. 

The game's vocabulary is 
very good, with helpful res- 


ponses and verbose descrip- 

. ' ISO 


tions for each of the 
locations, generating an 
excellent atmosphere. The 
puzzles, although easier for 
those with a penchant for 
Beatles songs, are tricky but 
interesting to solve. 

I must say I enjoyed this 
novel experience and this is an 
adventure that wouldn't go 
amiss even in a collection of 
one who's not too keen on the 
Beatles. 


Atmosphere 
Interaction 
Lasting Interest 
Value for Money 
Overall 


79% 

71% 

73% 

72% 

74% 
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CRYSTAL 


FROG 


Sentient, £2.99 cass 



cheap 


his 

cassette 

adventure is 
of the classic 
type, the idea 
being to find 
A the Crystal 
Frog and 
return with it 


intact. 

The adventure is Quilled — 
this utility has had an impact 
on adventure almost as big 
as Dungeons and Dragons 
did. As you may expect. 
Crystal Frog has fast 
response times, a fair 
number of locations, a 
reasonable vocabulary and 
verb/noun type input. 

From the first, each 
location is well described 
with nice attention to detail, 
so you are told how the sun 
is shining, what the trees 
look like and so on. I always 
think that descriptions play 
one of the most important 
roles in an adventure, and 


these conjure up quite vivid 
of the lands through 


images 

which you are travellin] 

Upon my travels 1 soon 
discovered some quite 


unusual objects, a gas mask 
) 1 ( 


for example and a spade 
(what is that for one 
wonders)? I also stumbled 
upon a rather odd scarecrow, 
very lifelike with spindly 
arms and legs. It was here 
too that the adventure 
dropped some points in my 
booK. Firstly I tried 
EXAMining it and was 
promptly told that I couldn't. 
Why not? The scarecrow was 
the most interesting object 
that I'd come across and I 
was determined to learn 
more about it. I tried going 
towards it using all the 
available directions, 

SEARching it and just about 


everything my experience 
id to on( 


had to offer but to no avail. 
The scarecrow stood happily 
unexamined and I stomped 
off to the next location rather 
annoyed. This is a common 
weakness of Quilled 
adventures (and not only 
Quilled ones either), that 
they fail to offer a 
cornprehensive EXAMINE 






' ^ : mmkm. 


facility. It can be done with 
The Quill, although it isn't 
instantly obvious, as I 
recollect from my cautious 
dabblings — and one Quilled 
adventure from about this 
time last year, the Spectrum 
Tower of Despair by Games 
Workshop, had an extremely 
powerful EXAMINE. To be 
fair, you can examine objects 
in Crystal Frog, and that 
underlines another point 
about the examine facility, 
once an explorer starts to do 
it, he wants to keep on and 
gets frustrated when 
something that may merely 
be adding to the general 
atmosphere, like the 
scarecrow perhaps, cannot 
be looked at in more detail. 
But I digress . . . 

Soon I found a cave and 
promptly entered, and from 
the description found it to be 
comfortable, dry with a nice 
leaf bed — a veritable home 
from home! Also present 
was a fur coat that I greedily 



EXAMined it first for it in fact 
turned out to be a big bear 
that promptly attacked me. 
The rest I'll leave to your 
imagination, but it wasn't 
very nice. There are quite a 
few of these unexpected 
hazards scattered 

throughout the adventure 
and f found myself with a 
head split in two on more 
than one occasion! • 

The game is an enjoyable 
one, although the 
vocabulary, reasonable in 
itself, is rather limited in the 
respect that you can't do 
much outside the set game. 
There are not a lot of objects, 
but enough to g^et you 
puzzling over their function, 
and some very nice touches, 
like the apple — I won't tell 
you what it does but it comes 
as a pleasant suiqjiise. 

Overall this is quite a good 
little game, and one which is 
well worth its very low price. 


Atmosphere 
Interaction 
Lasting Interest 
Value for Money 
Overall 


78% 

61% 

64% 

78% 

71% 












NOW AVAILABLE FOR COMMODORE 64, 
AMSTRAD & SPECTRUM 48K 


A 



“Melbourne House show us what vector 
Qraphics are all about.” -yourcomputer 

^ “Complex, challenging, highly addictive 
and featuring some of the fastest, 
smoothest 3-D effect vector graphics 
ever seen.” -eagle 

“The realism of sound and vision is 
amazing.” 


yif “A Commodore expert was seen openly 
weeping when he saw the quality of the 
graphics compared to the Commodore 
Elite, and with very good reason... fun 
packed, all action, thinking game... the 
speed and movement of the 3-D wire 
frame objects is marvellous.” 


-CRASH 


CHAMP 


COMMODORE 64 AND AMSTRAD £9.95, SPECTRUM 48K £7.95 


A 
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£ 7.99 

PECTRUM 48K 
OMMODORE 6 


Alphonse T. Nurd needs help. His alter-ego has discovered 
the meaning of independence. If you can discover the 
secrets of sub-atomic particle separators and clean lifts, 
this is the game for you. The puzzle of a liftetime . . . or two. 


% 
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Available from all good software shops. . . . t 

In case of difficulty write to; ’ V; - 

QUICKSILVA Ltd. Liberty House, 222 Regent Street, London W1 R 7DB tel: 01 439 0666 


. ■ < ji 
Vi ■ .■ 


Argus Press 
SoftwareGroup 









SCOOP! 

Sentient £2.99 


his is another 
low-priced 
Quilled game, 
just going to 
show that 
nowadays 
you needn't 
rob a dragon's 
hoard in order 
to buy yourself an , 
adventure. 

From its description, this 
one seems not only quite 
original, but also rather 
topical as far as computer 
games go, since it puts you in 
the shoes, of a journalist in 
search of 'exclusive' stories 
— haven't we heard a lot 
about that word recently! 

You start the day, as most 
days, in a comfy double bed, 
with the place next to you 
still warm (some people 
have all the luck — my fern 
mattress isn't all a bed of 
roses). What next? I tried 
'getting up' which I couldn't 
do. I tned then to move in all 
four directions of the 
compass, UP and, in 
desperation, DOWN. I was 
told each time that I couldn't. 
Ho hum, it was going to be 
that sort of games. By this 
time the location descnption 
had scrolled off screen so I 
typed LOOK to see if I had 
missed anything. I was then 
told . . . wait for it . . . that I 
couldn't. I was 

flabbergasted. That simple, 
most basic command in the 
history of adventuring and I 
couldn't do it! Ana don't 
forget, this adventure has 
been quilled too! Bah! 

I decided to quit and start 
again. After being asked 
whether I was going down 
the pub or whether I wanted 
another game I restarted. 
The location description was 
read thoroughly several 
times over to see whether I 
might be missing something 
important. The only thing I 
could really see or interest 
was the alarm clock so I 
EXAMined it and was told 
that it was 7.45 am and that 
I'd broken it when I'd been 
aroused. I wasn't surprised 
either! When I went to TAKE 
it the prompt reply was 'you 
can't'. Oh well, this is to be 
expected I suppose. 

1 decided to EXAMine the 
furniture to see whether I 
could glean any clues on 
how to get up from the bed 
and leave the room. 
Honestly, if a day in the life of 
an average journalist started 
like this then no periodicals 
would ever be published, 
and the word Exclusive' 
could well have been lost to 
humanity. Anyway, I 
commenced with the 

wardrobe and was informed 



that it had two doors and a 
drawer underneath. I tried to 
OPEN them all, but I was told 
I couldn't. So I tried to BREAK 
them ... I can't. Right, I 
thought EXAMine them . . . 
can't. 

I'd started getting pretty 
desperate by now so I 
thought I'd try the bedside 
cupboard and the chest of 
drawers. Guess what? You 
can't do anything to those 
either — you can't examine 
them, break them or open 
them or anything else I could 
possibly thmk or. Now what 
was I, White Wizard 
adventurer par excellence, 
supposed to do? In 
desperation I decided to 
contact Sentient themselves 
• • • 

'It's all quite simple,' they 
said, 'just leave the room . 
They also gave me a few 
more clues to allow me to get 
into the game. Thank 
goodness for that, I thought 
I'd go mad! A puzzle like that 
can be quite amusing once 
you have discovered the 
solution, but also extremely 
frustrating. If a situation 
begins with you stretched 
out in bed, surely it would 


have been more usual to 
have left the room by first 
getting up off the bed? 

But having done so, I 
found myself on the landing. 
Three rooms were in front of 
me and there were some 
stairs. I now knew that I'd 
have to complete all the 
tasks upstairs before going 
downstairs so I typed ENTER 
BATHROOM. The effect of 
this command was to lead 
me straight there. I pondered 
over this for a moment. 
There had been no mention 
of a bathroom in the 
previous location's 

description! Does this mean 
the programmer expects the 
hapless adventurer to guess 
his way into the next 
location? 

Once in the bathroom I 
cleaned my teeth, had a 
shave and a wash (plenty of 
'guess which words allow 
you to do the action' fun and 
games here I can say). After 
that it was back to the 
bedroom where I could now 
open the wardrobe and get 
some clothes. This seems 
faintly ridiculous, why 
couldn't I get get them in the 
first plac^ Or is it that 


Sentient are trying to ensure 
their adventurers are always 
suitably clean before 
donning their apparel? Once 
I'd done this I started to delve 
deeper into the game, but 
that only because I had been 
told just about everything. 
For an innocent adventurer 
it's just too much, you never 
stand a chance of getting 
anywhere. 

There are no real problems 
so to speak, and the game is 
made difficult because the 
vocabulary is limited to only 
a tiny amount of words. If it 
had a bigger vocabula^ then 
even the most stupid Ore 
could finish it in only one or 
two goes. I can't really 
recommend Scoop! to 
anyone apart from those 
who like playing 'guess the 
word' and even with its 
cheap price tag it's just not 
worth the money. 


Atmosphere 6 1 % 

Interaction 32% 

Lasting Interest 44% 

Value for Money 43 % 

Overall 32% 



THE AMULET 


Sentient Software, £2. 99 
cassette 



pon receiving 
The Amulet 
from Sentient 
software I 

prepared 

J myself for the 
^mundane as the 
White Wizard is 
always 

sceptical of Quilled budget 
adventures. The Quill is a clever 
utility, but it can lead to sloppy 
adventure programming and 
slack storylines. I commanded a 
minion to perform the loading 
ceremony and pondered on the 
mechanics of turbo load.The 
minor loading person soon 
scuttled back whining about 
inabilities to perform the 
ceremony of C2N because of a 
faulty cassette. I examined the 
cassette myself to discover a 
Spectrum version one side and 
the Commodore on the other. 
The mindless lesser being had 
been trying to load the Speccy 
program . . . Ignoring this idiocy, 
I informed said minion of his 
foolishness and waited with 
impatience. 

Once loaded, the scenario was 
revealed to me. I had been 
bestowed with the task of 
finding the three parts of the 
Time Lords' amulet that have 
become scattered in three 
different time zones. I know 
these Lords well, for they are 
careless beings who are always 
losing objects of worth and 
without them (and some friends 


like them) adventuring would 
hardly have got off the ground in 
the first place. A few hints are 
also given which should help 
with the final solution. 

Pressing RETURN led me into 
the game. An elementary puzzle 
was immediately presented that 
should provide no problem to 
the experienced explorer and 
took me mere seconds to solve. 
A fishing rod was before me, 
and on taking it, I discovered the 
amulet to be hanging at the end 
of the fishing line. It looked dirty, 
a hint if I've ever come across 
one, and so being a wizard wise 
in the ways of cleanliness I gave 
it a good rub. This kindly action 
transported me into one of the 
three separate scenarios each 
containing a part missing from 
the amulet. 

A tricky problem that needs to 
be understood is the way in 
which objects are freely 
scattered throughout the three 
separate time zones and that 
objects in one zone may well be 
needed in another. Great 
problems may be caused by 
this. Points of interest include a 
Frenchman who upon being 
EXAMined informs you that he 
enjoyed the close attention. 
Kissing him results in an even 
stranger retort. The White 
Wizard became much amused. 
The amorous Frenchman 
resides in the French Revolution 
period — one of the scenaHos, 
whereas the other two are 
represented by the prehistoric 
past and modern times. 

The problems presented 


proved themselves worthy for 
even my metaphysical 
capabilities. The program's 
vocabulary is sparse and gap- 
ridden, a result, I fear, of being a 
son of The Quill, although as I 
have already said, not 
necessarily a fault of The , Quill 
itself. But once you've 
deciphered the author's train of 
thought, things become more 
obvious. The location 
descriptions are generally 
sparse and not particularly 
atmospheric. However, 

comprehensive SAVE and 
RESTORE functions are 
included; as always this 
increases the esteem • of any 
adventure in the eyes of the 
White Wizard. All in all The 
Amulet proved itself worthy of 
any mortal's attention especially 
at the meagre few groats that is 
being asked for it. Even the 
contaminated B side holding the 
Spectrum version may make a 
few misguided mortals happy. 


Atmosphere 59% 

Interaction 60% 

Lasting Interest 6 1 % 

Value For Money 76% 

Overall 60% 


NEXT MONTH 


Next month the White 
Wizard will be taking a look 
at Adventure International's 
latest offering, Robin of 
Sherwood, along with a not- 
qulte-so-new adventure 
writing utility, Adventure 
Construction Set. So until 
then I bid you... farewell! 
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CLEVER CONTACTS 


^^ihc undivided attention of your ears, for what I have to ask of you requires 
Htrieeffort on your ^arl. Just jot down on a postcard or equivalent, the titles of 
l^ny adventure games that you have completed in your past, and send It off to: 

CLEVER CONTACTS, The White Wizard's Dungeon, PO Box 10, Liidlowy% 
^hfopshireSYS IDB % 


CLUB 

HELP 

OFFERED 


Mcrocs of Karri: of Karn 

Zioi Safa Bini, F^ing of !\)vvcr 
F-urcka (I^onian), Valhalla 
Harnpslcad and Casdc of Terror. 

Colin Loosemore, 

29 RufusGardens, 

Totton, Southampton 
S04 3TA. 


Experic'need Demi VVi/ard and 
faidiful friend. T\)ny Treadwell, 
seni me nevw of the Queslline 
Adventure Club 
li eiiri\-nil\' has oeca' ^50 m(.‘ml>ers 
and is growing in si/e even as 1 
s[H'ak. The' ehih have tinislied a 
greai mane atlvenmres between 
them and ean offer lielp to anyone 
in nei'd. VVaVh out for the 
Questline on ('onguinei and Micr 
onet from August TOih. For a free 
memhership card and first news- 
letter send an SAE to; 
QUESTLINE, 17 Headley Way, 
Headington, Oxford. 

Tel (0865) 68637 


Sfiiderman, The llnik, Voodoo 
Castle. Fdrate Adventure, Mission 
Fmpossi{>]e, Adventu reland. The 
<V)unt, Qiu'st lor tile Floly (Trail, 
Fiol>hil, Classic Aelvenlu re and Ten 
Little Indians. 

S Williams, 

32 Hornbeam Close, 

Horsham, Sussex RH13 5NP. 


AdventuiT’laiuf, romh of Xieops, 
Fools Cold, Escape from Fhilsar 7, 
Tear Little ln<iians. Time Machine, 
Tea sens and Andromeda, Fc'asih- 
ilit\ f:X[)eriment, The Coklen 
ITiton and Waxworks. 

Mrs Sue Beddowes, 

19 Mayfair Close, 

Birmingham B44 OJB. 

The IFulk, Cataeomlis, Eureka, 
f'oresl of Doom, Pyramid of 
Doom, Fleroes of Karat, Empire' of 
Karn, ()uest of Merravid, A/tee 
Tomb, fhng of Fkivver, Twin King- 
Ee' St, Nr Doncaster DN6 7DE. 

Tel (0302) 726917 after C.OOpin 
w eekelays anef any lime during the 
weekeatel. 


Colossal Aeiventure, Dungeon 
Adventure, Lords of Time, 
Snow hail and Tire FFohhit 

PhilipChan, 

7 Rushmead Close, 
Canterbury, Kent CT2 7RP. 

Tel (0227)45391 1 between 6.00 
and 9.00 pm only. 


1 also receiveel seMite 

mail' fi'om Roger Garrett 
of (.helmsford-lvtseel adventure 
eliih Adventureline, in 
ifiC form of tlteir second nevvs- 
le'tter. The eluh is sirreily non- 
profit making anef you can join, 
free' of charge, for the' paltr'v c(>si of 
an SAE. 

ADVENTURELINE, 
52Micawber Way, 
Chelmsford, Essex. 

Tel (0245) 442098 


The Hulk, Spiderman, Cre'inlins, 
Claymorgue Castle, Nuelear War 
Game'S, Empire* of Karn, lie'roesof 
Karn, 7'vvin Kingtiom Valley, Cry- 
stals of Cams, Witch’s (Ltuklron, 
Mystery of jVUinroe Manor, A/te'C 
Tomf), The Se'areh for King Sokw 
mons Mine's artel ALL (diannei 8 
adventures. 

G Mitchell, 63 Brownlow St, 
Haxby Rd, York Y03 7LW. 

Tel (0904) 27489 10.00am — 

1.00 pm or 4.30 pm — 8.00 pm. 


Ikiaie' Islanei, Seere'l Mission, 
Voodoo (.asile. The* Count, Stra- 
nge' ()d\ ssey, Mvste'ry F un House, 
IN'iamiei of Doom, Cihost Town, 
Savage fslarul (I and If), Ciokien 
F3aton, Claymorgue* Castle, Castle 
of 'le'rror, Sul>sunk, Urban Up- 
start, Erie the Viking anef Emeraki 
Isle. 

K Lees, 25 Whimlatter Place, 
Newton Aycliffe, 

Co Durham. DL5 5DR 


Both adventure eiirhs are well 
wurth joining as they cost nothing 
to do so and they have (lientv to 
offc'r. If iheTc are* arty more like 
minde’d groiifts wTro wisit to enrol 
the WFrite Wi/aiel's readers 
througli his elironiek's, them by all 
me'ans letmu' know . . . 
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My dungeon floor has been awash with all manner of mail this 
past month-— tips, praise, queries and the like. This sort of 
excellent respsonse gives me great confidence in my fellow 

adventurers — keep up your interest and \ will continue with 
mine. 


ZORKI 

The wrench (.oitlJ ctunc in hniuiv 

\\ hei r' ilu’ fiasfiing linlh aiul l)()li is 

cnncciiu'd. 


VVe Sian with sonic more clues 
for the ever f>o{)ular Castle of 
I'ei'tor hv Melhourne House. 
Thank \'ou Paul Wickes ol Fieeu 
Ham[>shire. 

How do you get 
the locking pin? 

Once \ ou'vegol the ladder it's just 
a rung of diemiill prohlem. 

How do you talk 
to the old man? 

Do die social thing and [>uy him a 
[iini. 

Stuck in the dungeoh? 

Anodter (dm wouldn't go amiss , . 
.wait lor the local hospiialitv. 

lon\' rreadwell givc’s adv ice on a 
luimhero! diKerem acK entures. 


Al l, Level 9 adventures (Colossal 
Adventure, Return to Rilen eto. 
All lntercc})ior atlvemurc's 
(Hc'ioes of Karn, Oysials ol Cams 
etc), Zork Ttilogv, Sus[H‘nded, 
Deadline, Planet lalL VVittiess, 
hdidel, .Starenws, finclianier, 
Sorceror, MOSl Scott Adams, 
MOST of du“ M\ sierious Adven- 
lure range, Hohlvii, Sherlock, 
Valkyrie 17, Ulysses and the 
(joklen Mec'ce, Mission Asteroid, 
Ultima 1,11 anil III, Wizard and the 
PritKcss, Cureka!, Mask ol the 
Sun, Bladcw)! Hlackpookc Death in 
the Ckirihbean, Cruds in Space and 
others... 

Nick Walkland, 

84 Kendal Road, 

Sheffield, Yorkshire S6 4QH. 
Tel (0742) 340433 


JEWELS OF BABYLON 

Can't gc‘i ()ast the giant crah? Cet 
liiru imdc'r the' houlder anti shout. 


HEROES OF KARN 

Problem w iih the Knight ." Let him 
liave ii vvith a corrosic c' substance. 


Paul Turton of Hulwell, Notti- 
ngham began his letter to me, 
'Dc'ar supreme al)-sc‘eing w ise and 
w'ondcaTiii VVi/anL atuf eutied uj) 
signing oil AOurs Croc c'linglv' , . . 
.Now llattetA' vsill get \'ou nov\ luae 
Paul, aliliough it did gcT vour tips 
firinted! 


CIRCUS ADVENTURE 

1! \ ()ii want to walk the (ightiope 
and 1 i \'e , t a k e precau t ions i na k i 1 1 g 
sure that \ou have' ckon shoe's in 
case you decide to drof) off im- 
e'xpectedlv. 


Heroes of Karn, Return to Eden, 
The Hulk, The Hobbit, Fools Cold, 
Tombs of Xieops, Cokien Baton, 
Fnre'ka (juehistorie ), Tvviti 
Kingdom Valley and Stranded. 
Lawrence Simm, 

10 Maddox Cottages, 

Runnels Lane, Thornton, 
Merseyside L23 ITR. 

Tel <051)931 1152 

The (.oLint, The Hobbit, Return to 
Fden, The Hulk, Gremlins, (Tassic 
Adventure, Colossal Adve'uture’, 
Castle of Terror, Twin Kingdom 
V'allee and most of Frnerakl Isle. 
Kurt, Paul and Eddie, 

105 Milton Road, 

The Polygon, Southampton 
SOI 2JA. 


EXODUS — ULTIMA 111 

VV'heti battling against a foe and 
one ol N’our eliaraciers gets kilk'd, 
whip out the disk before he gets 
scrubbed for eternity! 

Seek the mark of the King for high 
liit [)oints. 


PUB QUEST 

Still missing a ke\ ? Trv searching 
yourself for itispiration. 

EMERALD ISLE 

(dteer the s[>ide’r up and rem- 
e'uiber this is tlie only stick\’ sit- 
uation vou e\'erneed to get out ok 
Pa racl i u t e's a re ch )se to ex jie'n - 
si\ e dresses — the v 're made of silk 


EUREKA! 

R o m a n . H a v in g t ro u b 1 e s u r v i \ ' i n g 
from the' gallcvs? .lust wait and 
wait and ... 

War Time Germany: The guard 
dogs at tile wall hate pe|>per, 


CASTLE OF TERROR 

Ikning imuhle with killing die 
tount? Breaking the spear is no 
mistakes 


EUREKA (CARIBBEAN) 

Before bivaking into the house 
w itiiout getting cauglit you nc'cd 
ti) take' a strip first. 
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BACK NUMBERS 

Don't miss out on earlier issues! 


ZZAPI 64hastaken off like a blast of lightning! If you sure your collection is complete, after all, we 

have been unable to obtain copies of issue 1, 2 or 3, wouldn't want any gaps in those ZZAP! binders, 

NOW'S YOUR CHANCE! which will be available shortly. 

We keep a limited stock of back numbers to en- 

No 1 May 85 # Tony Crowther interviewed# Staff of Karnath Map and solution# Music programs 

# Lords of Midnight Map # Minter # Elite # Shadowfire 

No 2 June 85 # Theatre Europe # Tir Na Nog Map # Everyone's a Wally Map # Game skill test # Minter 

# US Goldmine interview 


No 3 July 85 


# Dropzone # Entombed Map # Airwolf Map # Arcade Bonanza # Game Diary (Hewson) Pt 1 

# My-Chess II vs Colossus # Minter 


I would like to order ZZAP! 64 Back Number(s) 

Please tick the correct box ID 2G 3D 


Name . . 
Address 


Postcode 


Please make cheques/postal orders payable to ZZAP. It is best to avoid 
sending cash payments. Please do not enclose any order with mail to the 
editorial side of the magazine as this may result in delays. Send your orders to 
the address below: 


BACK NUMBERS SPECIAL OFFER 

Each back number is available at 95p each 
(plus 20p for post and packing per item 
ordered). But why not take advantage of 
our special offer: 

# All three issues ordered at the 
same time — 40p off total!! 


Unit 

95p 


Total £ 



Less Special Offer discount where applicable: £ 


Sub Total £ 


P&P total (20p per item) £ 


*^Total enclosed: £ 


Price 


BACK NUMBERS, ZZAP! B4 MAGAZINE, 

PO BOX ia, LUDLOW, SHROPSHIRE SYS 1DB 







V£AB'S 

orGAWES INFO 

O'" %D FUN 


As a subscriber to ZZAP!, you qualify for large future discounts 
on selected games, AND by using your subscriber code number, 
you also qualify for the regular, standing discount on software 
purchased through ZZAP MAIL ORDER!! 
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Ocean Software is available from selected branches of: 

.v^nsMiTH 

LASKYS, Rumbelows. G r oon a 

Spectrum Shops and all good software dealers. 


Ocean House • 6 Central Street • Manchester • M2 5NS • Telephone 06 1 832 6633 • Telex 669977 Oceans G 


















F^T^F^RepUdroWMore^ 

A Fistful of Bounty 


Nah . . . Let's call the new game 


LIVING ON THE KNIFE EDGE 


your flying machine, you 
search foroneofthe team 
of 24 combat replidroids 
roaming the city streets 
and once you find a 
rampant robot, you land 
and continue the chase 
on foot. 


replidroids— and 'retir- 
ing' them with extreme 
prejudice, as the euphe- 
mism for snuffing them 
goes in this particular 
scenario. 

Zooming around in 


Hunt and retire the 
replidroids in Blade 
Runner — the 20th 
Century Bounty Hunt 
from CRL. 
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CRL's latest offering 
puts you in the role of a 
Bounty Hunter, or Blade 
Runner, who makes a 
living tracking down 
militant androids — or 








Already the concept 
has caught on here in 
ZZAP! Towers . . . the 
local Traffic Warden 
could easily be a 
replidroid ... if only we 
had a suitable flying 
machine, there'd be no 
trouble getting grateful 


COMP 


local residents to stump 
up the appropriate 
bounty. But enough of 
this wishful daydream- 
ing. Traffic Wardens are 
nice people really, doing a 
difficult job (well, 
99.9999% of them are, 
anyway. It's just bad luck 
that our local one is 


diiu Tina an me little 

teensie-weensie diffe- 
rences between them. 
Ring round the differ- 
ences on the entry form 
copy, add your name and 
address and whizz your 
entry off to BLADE 
RUNNER, ZZAP! 64 
MAGAZINE, PO BOX 10, 
LUDLOW, SHROPSHIRE, 
SYS 1AQ to arrive by 10th 
October — judgement 
day. 

First fifty correct solu- 
tions out of the cardboard 
box we've specially com- 
missioned from Wheaty 
Flakes Inco^orated, will 
pick up a prize and you 
can go off and enjoy some 
extreme prejudice of your 
own — happy retirement 
day. 
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99.9999% difficult). 
Blade Runner, the game, 
is due for release during 
September — and we've 
twisted a few armies at 
CRL so's we can offer you 
the chance of picking up a 
freebie. Our Oli's put his 
thinking cap on, tried to 
banish evil thoughts 
about You Know Who, 
who's currently lurking 
around on the yellow 
lines outside the office, 
and drawn up this whizzo 
picture of replidroid bas- 
hing action. 

If you want to get in 
with a chance of one of 
the 50 copies of Blade 
Runnerwe have on offer, 
you'll have to study the 
two versions of the piccie 








Seriously thinking about buying a joystick and can't decide on 
which stick to pick? Despair no longer for the ZZAP! team have been 
hard at work putting all manner of joysticks through their paces, tb 
bring you this . . . the first In a regular series of ZZAP! joystick 
reviews. 


The joysticks are put through a series of rigorous tests and we've 
come up with a marks scheme to reflect the results of these tests 
and our opinions in general. 

Do the suckers suck? How well does the shaft stand up to 
pressure? Does the stick feel good and perform well? We answer all 
these questions and more in our search for ultimate joystick 
fulfilment. 

All joysticks have been tested on four different types of game — 

Thing on a Spring, Way of the Exploding Fist, Dropzone and 
Decathlon. These games were chosen because we thought they 


brought out the necessary requirements of a joystick. Thing on a 
Spring was used to see how responsive/sensitive a joystick is for 
such things as pixel perfect jumps. Way of the Exploding Fist needs 
something with easy to obtain diagonals and fast responses, while 
Dropzone requires all round quick response on both movement and 
firing. Once the stick had been tested under 'simple' game condit- 
ions, Decathlon, the renowned joystick destroyer, was used to see 
how they stood up to severe pressure. If a stick was still in one piece 
after this heavy pounding, it was taken through the first three 
games again to see just how well it had worn in. 




EUROMAX ARCADE/ ARCADE TURBO 

Supplier: Euromax Electronics Ltd, Pinfold Lane Industrial 
Estate, Bridlington, N. Humberside. Tel (0262) 602541 
Price: £15.95 and £22.95 respectively 


The Arcade is an exceptionally tough 
and durable joystick that is similar to 
those you might find embedded in 
many an arcade machine. The stick as 
a whole has been well designed and 
is appealing to look at, and comfort- 
able to hold. The shaft is made of 
steel and is supported in a tough 
rubber washer, making the length of 
travel short but the life expectancy 
long. 

The base has been styled rather like 
a rowing boat and makes the joystick 
comfortable to hold in the hand. This 
shape is quite effective and reduces 
the things like cramp, blisters and 
callouses that the squarer based 
sticks can sometimes cause. Should 
you wish to use the joystick on a table 
there are three rubber feet on the 
underside of the base for stability, 
that work reasonably well. 

The base fire buttons have a very 


short contact distance and are 
springy, making rapid fire easily 
achievable. A small switch on the 
base of the Arcade Turbo allows you 
to choose between either the base or 
top fire button. Although the latter is 
as good a button as the fromer, it Isn't 
as easy to use (unless you're used to 
top fire buttons, that Is) ! 

The Arcade and the Arcade Turbo 
are both incredibly resilient and the 
contacts used for the fire button and 
stick are of a professional quality. 
When first us^, the stick seems 
rather stiff, but once It has been worn 
in (manic aggression has little effect 
on the stick’s overall performance) It 
soon becomes very responsive, 
making those pixel jumps all that 
more perfect. Both joysticks may 
seem expensive, but for what they 
have to offer, they're certainly worth 
it. 


Responsiveness: Stick 93% 

Initially stiff but wears in beaut- 
ifully to give excellent response. 

Responsiveness: Button 97% 

Superb to use and springy 
enough for fast rapid fire. 
Ergonomics 90% 

Pleasant to the eye (!}, comfort- 
able to the hand. 

Durability 98% 

Comes through the heftiest of 
waggling sessions virtually 
unscathed. 


Value for Money 93% and 83% 
(Arcade and Arcade Turbo 
respectively) 

You pay for what you get and 
that certainly holds true for 
these sticks (although an extra 
£7 does seem a bit too much for 
an additional top fire button). 


Overall 96% 

Robust, responsive and above 
all, reliable. 
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SURE SHOT 


Supplier: Euromax Electronics Ltd 


Price: £18.95 


EUROMAX CHALLENGER 

Supplier: Euromax Electronics Ltd 
Price: £12.95 
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The Sure Shot comes straight out of 
the British arcade machine and into 
your home, courtesy of Euromax. It's 
very simple in appearance with a flat, 
rectangular base and a seemingly 
'long' nylon shaft. Two fire buttons 
adorn the front end of the base and all 
contact is through Micro Switch 
action fixed to a steel chassis. 

The stick has a very long travel dist- 
ance and response is 'sluggish' In 
that It takes time to move back and 
forth. Any movement or firing is 
acknowledged with a satisfying 'click' 
that does help when moving with 
such a 'slack' shaft. Even though the 
stick is very long in travel, some fast 
speeds can be achieved through 
ferocious waggling. Getting diagon- 
als on the other hand, isn't quite so 
easy as one tends to get lost amongst 
the looseness of the whole thing. 

The two base fire buttons (one each 
for left and right handed persons) are 
fairly unresponsive initially but soon 
wear In to give a very good, positive 
action and rapid fire rate. The top but- 
ton isn't as good unfortunately, but 
then most people rarely use them 
anyway. 

As far as being durable goes, the 
Sure Shot sure takes a lot of punish- 
ment and it survived admirably after 
umpteen games of Decathlon and a 
few disgusted 'loss-of-life' chucks 
around the room. Should you 
experience any problems with wear, 
you can always purchase spares as 
all parts are sold separately. 

The shape of the joystick makes it 
okay to hold but it does get 'uncomf- 


There are a number of Quickshot II 
'lookalikes' available at the moment 
and this Is one of the many. It looks 
quite a bit like the aforementioned 
stick except this one is a lot more 
comfortable to hold. The grip has 
been ergonomically designed to fit 
the hand nicely and the base follows 
suit in style. Using the stick on a table 
proves passable, with four base 
suckers doing their job with reason- 
able efficiency. 

Two fire buttons are present on the 
'stick' — one for the thumb on top and 
another for itchy trigger fingers. 
Unfortunately these aren't as easy to 
use as the joystick Is to hold, the top 
button being the worst 'offender', but 
both are rather unresponsive. An 
Auto-Fire switch on the base is some 
consolation for these inadequacies 
though. 

The travel on the shaft Is fairly short 
and reaction to movement is poor, 
with simple, weak contacts used. 
These contacts don't stand up to the 
heavy pounding required of a joystick • 
when playing a game of Decathlon 
and the stick soon dies a death after 
being subjected to such treatment 
(poor thing). Diagonals are well nigh 
impossible to get, especially when 
you're desperate! 


Responsiveness: Stick 48% 

Takes too long to react to move- 
ment. 

Responsiveness: Buttons 68% 

Standard (ie good) rapid fire but 
buttons aren't so good when 
used individually. 

Ergonomics 85% 

Comfortable grip and easy to 
hold base but awkward top fire 
button. 

Durability 54% 

Doesn 't appreciate hefty 
waggling. 

Value for Money 61 % 

There are better joysticks for 
little extra cash. 

Overall 57% 

Nothing to write home about. 


V 

ortable' after an hour or so's play at a 
fast, furious game such as Dropzone. 
The four rubber feet on the base don't 
give all that good a grip when the 
stick Is used on a table and the length 
of travel doesn't really help here 
either. 

This isn't by any means an out- 
standing joystick as it Is let down by 
Its 'loose' feel. Having said that, the 
Sure Shot is robust enough to serve 
you for some considerable time and 
with the opportunity to buy spares, it 
does seem a sound investment but 
for the price, which is slightly. exces- 
sive. 

Responsiveness: Stick 61% 

Long travel on stick but quite 
sensitive once you get used to 
the fact. 

Responsiveness: Button 87% 

Very good — efficient rapid fire 
rate can be obtained easily, 
although top button isn't too 
hot. 

Ergonomics 78% 

Reasonably easy to hold but not 
overly comfortable. 

Durability 86% 

Takes a hefty beating and spares 
can easily be obtained. 

Value for Money 69% 

Expensive for what it has to 
offer. 

Overall 72% 

A good, above average stick. 









QUICK-STICK 

Supplier: Euromax Electronics Ltd 
Price: £13.95 


Perhaps the strangest looking joy- 
stick out of the batch reviewed this 
month is this one, the Quick-Stick 
'with Sure Fire control'. Not only Is it 
unusual in shape, but in design. It 
contains a potentiometer mechanism 
Instead of the more standard 'con- 
tacts' and has a most peculiar rapid 
fire system. 

At first glance the Quick-Stick looks 
like the Comp Pro, with its red ball on 
the end of a steel shaft, but any real 
similarities end there. The method 
used to detect movement is the main 
difference — the Comp Pro using 
Micro Switches and the Quick-Stick, 
potentiometers or 'pots'. Without 
going into too much detail, this basic- 
ally means that in practice, the length 
of travel on the latter stick is a lot 
longer than that of the former. This 
proves awkward when trying to 
achieve sensitive movements for say, 
tricky jumps in a platform game, as 
one has to move the stick a fair 
distance before getting any 
response. Having said that though, 
the stick is in fact very responsive 
once you get used to the long travel 
and it is, quite surprisingly, simple to 
get diagonals at a pinch. 

The 'Sure Fire control', mentioned 
earlier, is a new approach to the 
rapid/auto fire system seen on many 
joysticks today. There are two fire 
buttons on the base, one of which is a 
standard fire button of good quality 


and response, the other . . . the rapid 
fire. By simply pressing the button 
you can have a constant stream of 
death at your fingertips (well if you're 
playing a shoot-em-up you can) 
instead of the short hurts that are 
usually emitted from Auto Fire joy- 
sticks. This is a really excellent 
feature. 

The stick Is very uncomfortable to 
hold due to Its awkward shape and it 
isn't much better when used on a 
table top. The four suckers on the 
base adhere well to most suitable 
surfaces though. 

Responsiveness: Stick 59% 

Sluggish due to very long travel. 
Responsiveness: Button 96% 

Excellent buttons and the best 
'rapid fire' function on any 
joystick. 

Ergonomics 61% 

Very awkward to hold and not 
that easy to use on a table. 
Durability 88% 

Tough body and mechanics. 
Value for Money 74% 

Cheaper than some but then in 
some cases it's not as good. 

Overall 70% 

A very good 'pot' joystick that 
isn 't so great for all round play. 






EUROMAX COMPETITION PRO 

Supplier: Euromax Electronics Ltd 

Price: £16.95 ^ 





Initially the Comp Pro Is quite res- 
ponsive before wearing in, more so 
than the Arcade, and gives a satisfy- 
ing, audible click with each move- 
ment. The travel on the stick Is slight- 
ly longer than its smaller 'brother' 
and requires less 'force' to gain 
appropriate results. Diagonals are 
sufficiently easy to obtain, although 
this isn't strictly so after a year or 
two's wear! 

There are two large, rounded fire 
buttons on the base of the stick for left 
and right handed players and these 
give an excellent response and feed- 
back. When using the left hand fire 
button, say, it Is easy to knock the 
other if you're not too careful, but this 
depends upon the user. The base is 
large and square making the stick dif- 
ficult to hold in the hand, but four 
rubber feet on the underside of the 
base make the stick easy to use on a 
table top. 

The Competition Pro is an excel lent 
joystick that will last through many 


delicate, aggressive and skilled 
gameplaying sessions and it's this 
quality that justifies the seemingly 
high'price tag. 

Responsiveness: Stick 98% 

Superbly sensitive without 
being touchy. 

Responsiveness: Button 99% 

Large, contoured and 
sufficiently springy buttons 
make rapid Tire a joy. 
Ergonomics 82% 

Awkward to hold in the hand but 
effective on a table. 

Durability <,97% 

Steadfast and sturdy. 

Value for Money 93% 

Excellent quality for your 
money. 

Overall 97% 

A great joystick — marginally 
better than the Arcade. 


This Is a sort of 'big brother' to the 
Arcade joystick and is just as tough 
and reliable. It too has mIcroswItches 
for longer life and maximum resp- 


onse on rnovement and firing action. 
The shaft is of steel and is suspended 
in a similar rubber bush to that of the 
Arcade. 


Manufacturers, Distributors and suchlike, gather ye round and 
harken to our words ... 

If you have a joystick, trackball etc that you feel should be put 
to the Z^P! test, then hesitate for not a second longer. What are 
you waiting for? Take the plunge and send us your wares for 
placing under our rigorous and scrutineering eye . . . 

Send any sticks, balls and meeses etc to: 

ZZAPSTICK! 1-2 King Street, Ludlow, Shropshire SY8 1AQ 
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“Logon”. 

'One word appears on your screen. 

What do you do now? 

You don’t know the password. You don’t even know what computer system 
you’ve hacked into. But you do know that you must find out more. 

There are no instructions. No rules. No clues. 

You’re completely on your own. 

You’ve found your way in. But is there a way out? 






ACTJViSiO 

HOME COMPUTER SOFt\0^ 



Available on Commodore C64 128 Cassette & Disc. Attan 800, XE, XL Cassette & Disc. Sinclair ZX Spectrum Cassette. Amstrad 464 Cassette 

^ . Activision UK Ltd. 15 Harley House. Marylebone Road. London NW1 Tel; 01-935 1428 

rom se ected branches of Boots. WH Smith. John Menzies. Lasky's. Spectrum. Greens. VVoolworth. Littievvoods and good computer software stores everywhere. 
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here's a great deal of fu^tp b0 had, finding 
your way through a mythical land held 
within your micro's memory. Whether 
you're on a quest or a treasure hunt, there's 
a whole lot of entertainment to be had in 
adventureland. 

And there are a few adventure programs 
around nowadays that include an element 
{or two) of Interactivity rather like the 
original role’t>iaying game Dungeons and 
Dragons, Sadly, however, micro-based 
adventures haven't progressed to the stage 
where they can provide an environment 
which a number of players can explore 
simultaneously. Interacting with one 
another and generally behaving as if the 
computeroontrolled world was 'real'. 


A HSTORY IJE880IM 




IINSPIREO 


Along came Simon Dally, big oheese 
managing director of MUSE — Multi User 
Entertainments, a company formed to 
market MUD around the globe. A MUD^ 
development language, Mudf, was written^ 
and now Multi User games can be written^ 
on mini and mainframe computers quite 
easily. The original MUD has been 
enhanced considerably and is currently 
living on a British Telecom VAX, eagerly 
waiting the official launch at the PCW Show. 


WAU-OWilMQ 1M MUO 


To get started as a MUD player on the 
British Telecom system, you'll need a 
micro, a rr>odem and communications^ 
software which allows you to access ^ 
bulletin boards — the screen must be able 
to scroll. Once you have the equipment 
you'll need to purchase a MUD garter pack; 
which retails for £20 and contaTns a map, 
your password and ID,^lhstfuctlons bn how' 
to play and thirtyf^MUO credits. Further 
credits can be bbdglft for your MUD accou nt 


in packs of 60, and cost 20p each — a credit 


A handful of years agoy a chap called Roy 
Trubsbaw wrote MUD on a DEC computer 
owned by Essex University. MUO provides 
an environment in the computer which a 
number of adventurers may tog into wd 
thereby take part 

complete fanta'^;w6rtd^Mte wjthlH^fe 
'Dungeon'. Over the ypar£t®oW^|ri#MUD . 
develof^d and grew cdntfpt of 1 

Richard Battle aSd UiSliteyed bUlt status -r^ 

e?j(he accessed 




is exhausted"i^ry 6 minutes, so MUD will 
cost you £2.(X) an hour to play, plus the cost 
ofapHone^catl to London. . 
m¥^Pii$;cah live,* 

!^~Londpn, 

^Jocal London 

phone\bAfi^y||increase by 
hour you're logged onto MUD duringl 

m at night, and at 
bu live over 35 


fate call time |after 6. 
2i< weekends). If, howe 
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GOLD MEDALS ALL ROUND! 


ampmm 

SOFTWARE 



Sitting quietly in the ZZAP office, 
trying to get things together, 
organise competition prizes and 
set super difficult challenges to 
confound and confuse you lot out 
there — well you've got to make a 
bit of effort, if you want to win a 
prize 'aven't you — there are times 
when one wonders whether it's all 
worth it. 

Sitting accross the room is the 
evil Penn. A bad choice of name, 
that one, given his total inability to 
wield one. Next to him, is Super 
Wimpo himself, Smuggs Rignall, 
flexing his joystick muscle (the 
only one he's got), having clocked 
up yet another high score in Mega 
Galactic Assasins Dismember 
Minter or somesuch mindless 
shoot em up. 


Find the 

following words 

HIGH 

SUMMER 

GAMES 

GOLDMEDAL 

JUMP 

CYCLING 

FENCE 

JAVELIN 

OLYMPICS 

RUN 

HORSE 


Y D U R L 

X R I E L 

M H S M Q 

J I N M S 

A U D U M 

R L R S C 

S K A N L 

Y F E U E 

G F J F N 

N N D U P 

I H Z M M 

L I N Y U 

C G A A P 

Y B K A Z 

C T N I L 

NAME 

ADDRESS 


A D E M D 
Z E S R O 
E J S X E 
U V J L Y 
E V A N L 
E C H J G 
N I G- S A 
L G I N S 
F A H I U 
E M N E M 
K E F G M 
E S Y P I 
J C G M V 
Q E N U U 
E V A J Y 


L O G J 
H R A X 
Q V P T 
E T C B 
H S O L 
J Y N D 
A E H H 
F B O O 
H C L R 
M Y Y S 
M C M U 
H L P J 
R I I U 
P N C Y 
R B S P 



COMP 


Are these two beings really the 
pinnacle of gamesplaying to which 
we should all aspire? I think not. 
Indeed I KNOW not 


Mind you, when it comes to sports 
simulations (he wrote, having 
decided to change the subject and 
ignore the terrible world view 
offered by watching Penn and 
Rignall at feeding time), mind you. 


when it comes to sports simul- 
ations, there's not much around 
that can beat US Gold's assoc- 
iation with Epyx which gave rise to 
Summer Games II. 

Oh no. Aiming for the record in 
the Triple Jump, Rowing, Javelin, 
High Jump, Fencing, Cycling, 
Kayaking and Equestrian events 
should keep the most ardent joy- 
stick sportsperson quiet for ages. 
Smashing graphics, realistic anim- 
ation and very little of the more 
usual mindless joystick waggling 
makes this collection of gamelets 
a classic. 

And now, dear readers, your 
friendly, civilised, cultured Comp- 
etition Minion can reveal that no 
less than 2S cassette copies of 
Summer Games II are up for 
grabs in this Wordsearch puzzle 
which you can enter frqm the 
comfort of your favourite arm- 
chair. 

Onward, ever onward struggles 
your favourite minion, trying to 
push back the frontiers of civil- 
isation, attempting to teach Penn 
to eat vvithout a bib and Rignall to 
drink without wetting his shirt. Do 
your bit, solve this Wordsearch 
and humiliate the Terrible Twins 
by sending in your correct answer 
— they don't believe it's possible. 
Prove them wrong. Humiliate 
them. Do it before 10th October. 
SUMMER GAMES, ZZAP! 64 
MAGAZINE, PO BOX 10, LUDLOW, 
SHROPSHIRE, SYS 1DB is the 
address 


Postcoide 


f 


I 


I 



THE BIRTH OF A 
PARADROID 


MONDAY 15TH JULY 

Finally discovered why the 
controlled robot doesn't bounce 
off the other robots. Seems I was 
a victim of my own brilliant idea. 
Anyway It's working now for the 
first time and makes the game a 
lot easier. 

Had to get rid of the blue title 
screen colour scheme because I 
couldn't find another colour to 
write on It with. White was the 
onlyr colour I could usei and 
that's not allowed because at 
one point I chang0 the 
background to white. ?ut the 
program name at the top of the 
screen in fancy writing. Spelt 
that wrong in my haste. 

Made up the first rough 
version for Andrew Hewson to 
look at. There's still a lot of data 
to be put right, mainly relating to 
the robot enquiries, and two 
important routines are still not 
in. One is the sound routine. This 


I shall swipe from Gribbly's at 
the; appropriate time. The other 
is the firing of lasers ^by the 
meanie robots. i ’ 

TUESDAY 16TH JULY 

Corrected known errors in the 
patrol table and deck plans, and 
distributed some more 
'decorative blocks' around some 
of the decks. On compiling the 
deck plans, I had only 2 bytes to 
spare out of 38/40 reserved. 
Close shave that. 

Noted all the errors in the 
current version ready for update 


and then^got down to organising 
the robot data. Printed off some 
more forms to assimilate all the 
data and filled some In with data 
on the 12 robots currently 
existing. Will have to extend the 
dictionary' of words in the 
system Tor some new 
descriptions to go in. 

WEDNESDAY 17TH JULY 

Designed some more sprites for 
the robot pictures, including 
messenger robots, a 

maintenance robot and the big 
meanie cyborg, the king of them 
all. Now I have 17 of the 24 
robots done. Had to think up 
descriptions for them all, and 


added another hundred new 
words into the bank of words. 
Keyed in the appropriate data 
for the descriptions and sprite 
displays, then fired up the game 
with the new data. Only 3 minor 
mistakes to . correct, then 
everything looks great 

All the robot data is written on 
paper because its the safest 
storage medium in the house, 
bar none* 

THURSDAY 18TH JULY 

Test pilots got their grubby mitts 
on a sMe version of the game 
yesterday. The verdict: quite 
unplayable. Getting the hang of 
it slowly but don't like it much. 

The cbntrol mode has got 
quite complex and this is mainly 
due to the lack of a second fire 
button. Don't want to use the 
keyboard because it's 
inconvenient. Can't use 2 
joysticks because not many 
people have 2 serviceable 
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Some of the finished scnens from the game. 


joysticks. 

Large headache ensues from 
trying to think of a new easier 
control mode. Instead of 
pressing the button to choose 
which of the robot or the 
gunsight to move, they must 
each move independently but at 
the same time, and from the 
same input. Then just pressing 
fire will shoot the guns, activate 
transfer, log onto consoles and 
activate lifts! Can it be done? 

One other problem of the 
control mode was that if you 
wanted to fire at an approaching 
robot, getting into fire mode was 
via transfer mode, so we tended 
to it by accident. I can prevent 
that by insisting that contact 
occurs for more consecutive 
cycles with the button down. 
Then you can move away or 
release the button if you don't 
want to transfer. Difficult 
problem to sort out, causes late 
night thinking session. 

FRIDAY 19TH JULY 

Put in the new trial control 
mode. Only has 2 modes, 
mobile and transfer. The 
gunsight is supposed to behave 


intelligently and try to be where 
you want it all the time. Turned 
out to behave like a well-known 
flying hamburger; got a mind of 
its own, does what it wants, 
better success when you don't 
try to control it, and generally 
useless! 

Ripped all that out and had a 
rethink. Simplicity being the 
order of the day, tried putting 
the gunsight on the screen in a 
position proportional to the 
speed that the robot is travelling 
at. Unfortunately the gunsight 
seemed to want to leave the 
screen instead of heading for the 
centre when stopped. Turned 
out to be because the robot 
doesn't really ever move, but the 
deck layout moves in the 
opposite direction to create the 
Illusion of movement. Hacked 
about some more. Control mode 
still doesn't work. 

MONDAY 22ND JULY 

Got the new control mode 
working yesterday. Don't like it. 
Test pilots don't like it. Thought 
about it some more. Decided to 
design the last 7 robots instead. 
The last 7 are mainly the big 


meaty battle and security 
droids. Experimented with a 
couple more new-type 
appearances. Got some very 
nice-looking beasties out of the 
sprite editor. 

Still don't know what to do 
with the control mode. 

TUESDAY 23RD JULY 

Noticed that the last deck had an 
extra wall tacked on to it. 
Realised how it had got there 
and set about shortening the 
deck data. Had to remove 4 
bytes. Managed to shave off a 
couple here and a couple there. 
Carried out what should be the 
penultimate graphics update, 
tidying up any loose ends and 
adding the final words into the 
text dictionary. Also put in the 
data to display the last 7 robots 
correctly. Had to adjust the 
appearance of 2 robots slightly. 
One of them appeared to have 
long black hair in curlers. 
Looked like the archetypal 
Mother-in-Law! 

After much nocturnal thinking 
about the control mode, I've 
decided that the gunsight will 
have to go. The concept was 
rather elegant, but it's just not 
practical in a battle situation. 
You not only have to get the 
firing direction right, but the 
range as well. I think I'll have to 
revert to the old-fashioned, 
tried, trusted and medically 
proved eight directional dual 
laser. Thus Andi (second test 
pilot) will be able to fire a shot 
behind him as he runs away, as 
well as fire forwards to clear the 
escape route. This Is because 
the gun will fire in the direction 
indicated by the joystick, and 
NOT by the direction of 
movement of the robot. The 
robot is slower to respond to the 
joystick because it has 
acceleration and momentum. 
This system should speed up the 
pace of the game considerably, 
i'll have to put my gunsight in 
another game sometime. Stay 
tuned! 

WEDNESDAY 24TH JULY 

Improved the transfer game to 
display who is who. Since you 
can pick sides, it's easy to get 
confused. It now displays the 
appropriate robot sprites on 
each side. People who have 
played the transfer game don't 
iike the tossing the coin situation 
if the transfer is a draw. They'd 
actually rather lose every time 
than leave it to a 50/50 chance. 
Strange! I'd rather have the 
chance myself. I could have a 
game option to alter the transfer 
draw-game situation. No. Think 
I'll give you a replay in this case, 
another chance to transfer. 

Started work on the new laser- 
firing routines. The only sticky 
bit Is working out which sprite to 
display for lasers, which 
depends on which way you 
point them. I have 4 sets of 2 
sprites of reversible twin lasers 
to pick from. Perhaps a random 
choice will be more likely to be 
correct than if I sit and think 
about it! 


Discussed the possibility of 
making 'The film of the diary'. 
Decided that Harrison Ford 
would be Ideal to play myself, 
with perhaps Woody Allen 
playing ST. Decided to abandon 
the scheme. They'd probably 
want more than a free copy of 
the game! 

THURSDAY 25TH JULY 

Put In the firing laser routine. 
Fired the correct images in all 
directions first time. It got a bit 
confused when no direction was 
set, and the laser bolts just sat 
on top of my robot. 

ST then had the brilliant idea 
that any robot under control 
could fire its own weapons 
system. That presents the 
problem that many don't have 
weapons. Since the Influence 
Device that you ultimately 
control has a small laser turret 
on top, this could be used as a 
backup low-power weapon 
only. Upon transfer to an armed 
robot, that robot's weapon 
system takes over, and Is more 
powerful. There will be 4 grades 
of weapons then, lower-power, 
twin laser, high power single 
laser, high power twin laser, and 
disrupter. The disrupter just 
hammers all robots in visual 
range that are not disruptor- 
proof. Since other robots carry 
them too, they will be used 
against you. 

The game has more speed 
now, as Intended, so I'm feeling 
a lot happier about it. 

s. 

FRIDAY 26TH JULY 

Tuned up the destructive 
powers of the different 
weapons. Cured the error that 
meant that shooting big robots 
with the 'Pea shooter' lasers 
actually gave them energy! Put 
in the enemy firing routine. 
Haven't worked out how to 
deduce the correct laser sprite 
for the right direction but It 
should at least fire something. 

Instead it looked pretty similar 
to the previous version. They 
didn't fire anything at all. 
Increased their chance of firing, 
but nothing. Not interested. 
Must be pacifist robots. 

MONDAY 29TH JULY 

Found out why the . robots 
weren't firing much. Double use 
of a variable. Fixed that. Also 
fixed the code that would have 
made them fire in exactly the 
opposite direction. Realised also 
that the clever-clogs routine to 
determine which angle lasers to 
display didn't work because 
when ST thought of it, he 
assumed that the 6510 chip 
would be the same as the Z80 
when setting the carry flag after 
a subtract. Wrong! totally the 
opposite. 

Immediately the old robots 
really let fly, lasers, distributors, 
everything. All of a sudden, the 
ship becomes a battlefield. 

You get everything your own 
way on the easy decks, the little 
robots can't fire, but as soon as 
you meet the big boys, 
whoomph. 
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Needs plenty of tuning up, but 
it's looking good. 

TUESDAY 30TH JULY 

Second Pre-Production copy 
sent off to Hewsons today. Just 
the sound routine and tuning up 
to go. Spend much of the day 
playtesting the game, looking 
for any faults. Found a couple of 
subtle errors and fixed them. 
Everything seems to be working 
as designed now. It's much 
tougher than before and still 
haven't managed to clear the 
whole ship of robots, although 
I've come fairly close. I'm 
beginning to form ideas about 
how to play it. 

Gordon Hewson phoned to 
check on progress and 
suggested that instead of just 
being blown up when out of 
energy. If you're controlling 
another robot, it should be 
destroyed. Thus the Influence 
Device escapes to possibly fight 
on. This was such a good idea, 
and ties In with a similar result of 
transfer failure, that I put It in 
straight away. Your current 
robot explodes, leaving the 
Influence Device beneath, but 
with low energy. Thus, provided 
you avoid any remaining 


Incoming shots, life goes on. 

Taking home the sound 
routine tonight to scribble some 
modifications, ready for keying 
in tomorrow. 


WEDNESDAY 31ST JULY 

Altered 'ye-olde-faithfulle' 
sound routine incorporate some 
new processing for more varied 
sound. Built a small test-bed 
program so as not to have to 
load the whole game up just to 
invent some sounds. 

Played about with some 
variables. Got it to sound like 
And pita! then Elite. Cured a few 
bugs In the sound routine and 
started again. Got a sound that 
should be good for background 
noise, just left running when 
there aren't any other sounds to 
do. 

It's quite difficult to listen to a 
sound that you like, say on TV, 
and then try to figure out how to 
get SIDney to mimmick It. Cards 
on the table, I really can't cope 
with sound sometimes. It's just a 
case of trial and error, play with 
the variables until you hear 
something you like, then assign 
It to a particular event in the 
game. 


THURSDAY 1ST AUGUST 

Penultimate day today. Must 
finish by tomorrow evening. Got 
to grips with the sound routine 
today. Produced 27 sounds. 
Including 2 that I hadn't 
Intended to put In. Assigned all 
the sounds to their appropriate 
places in the program, and 
remove all the development 
calls, like the exit to the monitor. 
I need the last 1 K memory which 
was for the monitor's benefit. 
Re-assembled the program with 
great anticipation. What a time 
to get another disk write error. 
Now It won't assemble. Had to 
transfer all the source files to 
another new disk. 

Finally got the new super- 
sonic version fired up. Many 
sounds seem slightly different 
from what I created. Upon 
inspection it appears that the 
sound routine has an error on it 
which didn't show up earlier. Fix 
that. Now It sounds almost as 
Intended. Great! 

FRIDAY 2ND AUGUST 

The final day. Decided to ditch 
the idea of music while the title 
screens are running. It seems 
that you need rather a lot of 



music to make It interesting. I 
haven't much space for a tune, 
no more than 150 notes on each 
of 3 voices, perhaps 20 seconds 
worth. Most people that I know 
switch the music off after a short 
time anyway, whatever game 
they're playing. 

Decided to opt for a random 
sound generation system, as 
accidentally discovered 

yesterday. It's obvious that the 
sound chip knows much more 
about sound than I do, so I'll just 
let it use Its own random 
numbers to generate sounds. 

Having set that up. It sounds 
like robots cbnversing. In robot 
language of course, like R2D2 
with a lot to say for himself. 

Played the game looking for 
errors and cleared the whole 
ship with no fiddles for the first 
time. Spotted 1 or 2 items 
worthy of alteration, but nothing 
major. 

Putting a version on cassette 
to send to Hewsons. Hopefully it 
will require no further 
alterations, and is thus complete 
for my pay, although much still 
needs to be done before It goes 
on sale. 


A happy looking Andrew photographed outside the 
sanatorium to which he was taken to recover from 
PARADOiD. 


Andrew Hewson, pictured here while visiting Andy 
Braybrook in the sanatorium for over^oded programmers. 
Seriously, Andy's alive, well and on a well earned holiday. 
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DIARY 


From now on the story moves to 
Hewson Consultant's HQ in 
Abingdon, where Gordon 
Hewson takes it up. 


GORDON'S STORY 

MONDAY 5TH AUGUST 

Paradroid arrw/es in the post as 
promised. Make mental note 
to thank Andrew and nip out 
the back to start playing it. 
Spend half an hour tacking 
down a free C64. We never 
seem to have enough 
machines. 

Escape to a corner of the 
warehouse — noisy but away 
from the phone. Start playing. 

Oh yes. Oh yes. It's really 
come together since I last saw 
it. Good old Andrew. 

Start off shooting 
everything on sight. Then I 
discover the transfer game. I 
use the lifts and wander all 
over the ship. Get a definite 
feeling of space. 

Hmmmmm An hour 

later and I decide I like the 
unique feel of arcade action 
and strategy but I'm unhappy 
about the joystick handling, 
spend half an hour trying to 
pin point the problem for 
Andrew. 

Right that's enough. I 
mustn't play this game all day 
there's work to do. Debbie 
says the roughs of the artwork 
(the picture to go on the 
cassette case and in the 
advertisement - Ed) have 
arrived. 

Oh disaster! Back at my next 
desk to study artwork and I 
hate it. Call in Debbie to 
discuss it in detail. We study 
the calendar and realise we 
have to act very rapidly if we 
are to change it. 

Fix appointment with 
advertising agency for 
tomorrow. Tell Andrew 
(Hewson) the bad news. He 
isn't very pleased but it's too 
bad. If we a re to fix this artwork 
we have to drop everything to 
get it done on time. 

End of day. Contemplate 
events. I hope we can fix this in 
time. 


WEDNESDAY 7TH AUGUST 

Play Paradroid again. Tear 
myself away to phone Andy 
Braybrook and discuss 
handling problem. Many ideas 
thrown up and discarded. 
Decided it needs more 
thought. 

THURSDAY 8TH AUGUST 

Andrew (Hewson) Is getting 
agitated. The press are 
enquiring about preview 
copies for Paradroid. We 
decide that we have to hold 
them off until the handling 
question is resolved. 

We've got a backlog of work 
to go through the word 
processor and Andrew's 
fidgeting about that too. Staff 
will insist on taking summer 
holidays! We decide that the 
Paradroid instructions must 
take precedence over other 
word processor work. 

FRIDAY 9TH AUGUST 

Steve Turner rings to say that 
he and Andy Braybrook have 
been v^orking hard on the 
handling. He sounds 
optimistic so maybe they've 
cracked it. I hope so. 


Some notes and observations from Andrew 
Braybrook 


At this point, the following items have 
been used in development. 

2 Pads of A4 square paper 

1 Pad of A4 lined paper (Mostly for this 
diary!) 

15 Floppy disks (4 retired due to errors) 

9 Cl 5 cassettes 

3 pencils (type H) 

1 shatterproof ruler, (1 piece still not 
found) 

1 quickshot II joystick (couldn't stand the 
strain) 

300 sheets of printout paper (approx) 

5 man-months of effort (850 man hours) 

Also purchased for development: 

1 hex calculator (invaluable) 

1 monitor cartridge (useful) 

At this point it is interesting to read the 
original scrawled notes on a small piece 
of writing paper that I wrote one evening 
all those months ago. Some ideas were 
curtailed for one reason or another, other 
ideas were amplified, but the overall 
direction of the game was there, 
although very little graphical detail had 
been thought of. Much of the game's look 
today occurred by trial and error and a 
certain amount of good fortune along the 
way. 

Here is the original specification in full: 

Cute and hi-tech don't go together. 
Instead of robots, just use the digital 
specification numbers as per fighters in 
Lunattack. 


Player has access to detailed data 
specifications of robot. 

Player controls an 'influence' which may 
be transferred from robot to robot at a 
cost to the source robot's energy of a 
'takeover' or 'dominate' cost of the robot 
to be taken over. The reverse process will 
be possible, provided sufficient robot 
energy is available. 

The new robot's energy value will not be 
known, of course, until transfer is 
complete. 

The weak robots cannot, say, take over 
the strongest, but have to climb a flexible 
ladder In stages. 

Build a picture of robot with data from 
bolt-together pieces. 

Each robot has: 

Internal energy for all functions. 
Dominate value, based on robot's 
intelligence and power. 

Security class (Privilege) - allows access 
to computer data, security areas, etc. 
Armaments, or none. 

Mobility, maximum, but degraded by 
damage. 

Armour, protection from shots, not 
usually able to withstand 1 direct hit. 
Other miscellaneous background data, 
eg year of manufacture, model no. 

Types of robot: 

Menial droids. Personal servants. 
Protocol, ship maintenance, security 
robots, battle droids, command robots. 



Spectrum prttgrammer Steve Turner shows Andrew how to 
program on a real computer. 


TUESDAY 6TH AUGUST 

To Brighton with Debbie to see 
advertising agency. What on 
earth made us choose an 
agency so far from our base in 
Oxford? 

All day at agency struggling 
to describe to them what we 
need for Paradroid. Grab a 
pork pie for lunch — these 
business lunches are not all 
that they are cracked up to be! 

Leave at 6.30 with a 
headache and a rumbling 
tummy. Stop to eat on the way 
home. 

Arrive at Andrew's house at 
10 pm to find him dozing in 
front of the television. He runs 
Debbie home and then we 
discuss the artwork problems 
over a cup of coffee. It's been a 
long day. 


TUESDAY 13TH AUGUST 

The new artwork roughs 
arrive. They're not too bad. 
Debbie and I spend hours 
pouring over them and then 
hours more on the phone to 
the agency. 

WEDNESDAY 14TH AUGUST 

New version of Paradroid 
turns up but I have not time to 
play It. Today is the day when 
we are shipping the first 
commercial copies of 
Southern Belle (for the 
Spectrum). A month's worth of 
business all In one day 
because all the shops and 
distributors need stocking up. 
Everyone's working flat out. 

We finish at about 7 pm and I 
run up Paradroid. I get on 
really well and hit my highest 


ever score straight off. Yes, the 
handling Is right. Perfect. I 
make it to the top robot — a 
999 — and spend a violent 20 
seconds blasting everything to 
kingdom come. Very 
satisfying. 

THURSDAY 15TH AUGUST 

I Debbie orders the film master 
for the Paradroid bar code. 

FRIDAY 16TH AUGUST 

The bar code master arrives. 
We're getting there. I look over 
our launch plans to get 
Paradroid into the shops on 
the 20th September. Andrew 
Hewson Is busy organising 
screen shots, press releases, 
press copies and the like. We 
check out the print schedule. 
The stocks of cassettes, shells. 


blank tape, library cases are 
checked by Bill, the Production 
Manager. One of our 
programmers, Mark Goodall, 
checks the mastering system 
and the security system. 

Everything looks OK. We've 
ot a ’ lot of work to do by 
eptember 20th but its under 
control. End of the day and we 
prepare to go home. 

'Aaagh', Debbie wails from 
her office, 'I've forgotten to 
order the side labels.' 


Gosh, SHOCK, HORROR! ! Can 
the lack of side labels possibly 
hold up the release of 
ParadroicR Find out next 
month in ZZAP! when we 
bring you not only the film of 
the diary, but also the REVIEW 
OF THE GAME! 
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As part of our continuing development of innovative software we are always happy to evaluate software sent to us with a view to publication. 


Heathrow ATC 

Simulation 

For BBC/Electron & C64 £ 7.95 


For mail order send cheque/postal order made payable to 
Hewson Consultants. For credit card sales state your Access/ 
Barclaycard number and enclose a specimen signature. 
Don't forget to enclose your own name and address. 


Gribbly's Day Out 

Arcade Adventure 
For Commodore 64 £ 7.95 


Beam aboard our giant space 
freighter for galactic action 
that'll leave you breathless! 

Your mission Is to clear the ship of 
crazed droids using a new gadget called 
an Influence Device. You are weak so you 
must trap a droid and take control through mental fusion. 
Blast other droids to clear the ship. Be warned, your droid 
will soon become exhausted so you have to keep 
transferring. What's more, droids are graded In strength. 
You have to decide In a few milli-seconds whether you can 


tackle the next approaching droid; any 
mistake could crush you utterly I 
There's a consul for checking droid status, but you'll 
have to chase them from the engine room to the bridge - 
it's a tough missloni 

Spectacular graphics spread over 18 decks with constantly 
updated status menus and exciting sound make Paradroid 
compulsive playing. Find out how your brain power 
compares with a droid todayl 


For the Commodore 64 £7.95 


AM TII*mC COMTMOt. 






56b Milton Trading Estate, Milton, Abindgon, Oxon, 0X14 4RX. 
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Here's Part Two of our article on flight 
simulators. There are many available for the 
64 , some cheap, others very expensive, so the 
ZZAP! team decided it was high time to have 
a look at them to separate the best from the 
rest 



We've given them specialised ratings to tell you all you need to 
know: Graphics rate the overall look of the simulator, how well 
defined the controls are and how exciting the graphics are. 
Interaction is how interesting it is, complexity of controls and 
whether there are special features in the game like missions or 
airport to airport runs. Authenticity speaks for itself — how real 
does the simulator feel and do the controls look and act 
realistically? Overall takes into account all the above ratings, the 
price and whether we consider it worthy of spending your hard 
earned dosh on. 


SPITFIRE ACE 

US Gold, £9.95 cass, 
£12.95 disk 

Spitfire Ace by US Gold is a 
simulator that attempts to 
challenge your flying skill and 
knowledge of air-to-air combat 
techniques. As the title 
suggests, you are in control of 
that famous World War II fighter 
. . . the Spitfire. There are nine 
different scenarios and your aim 
is to complete five missions so 
you can win the accolade of 
Spitfire Ace. These missions 
range from easy to hard, the 
easiest being the shooting down 
of a Stuka above Malta, whilst 
the most difficult is to engage in 
combat with Germany's new 
prototype jet. 

The screen layout is the now 
rather standard view of the 
inside of a cockpit. The 
instrument readings you need 
are displayed as a straight 
numerical output. The data 
available to you includes your 
speed, the aircraft's course as a 
compass bearing, altitude, 
ammo left and power. The upper 
portion of the screen is where all 
the action takes place, being a 
pictorial view of the outside 
world. In the middle of your 
screen is a gunsight for use with 
the plane's machine guns. It's 
also handy for deciding quickly 
whether you are going up or 
down; when the horizon is 
above the sight you are diving 
and when it's below you are 
climbing. You are also supplied 
with a rear view mirror. This is 
fine on easy levels but once you 
start to progress you'll find that 
most of the later missions are 
night flights where a rear view 
mirror is a bit useless. 

Joystick control is very simple 
— left and right for banking, up 
and down for dive and climb. 


Fire activates the machine guns 
but as you only have forty 
rounds of ammunition it's wise 
to be frugal . . . and accurate! 

In combat you are flying 
above a fairly featureless 
landscape (in fact it's just green 
ground and blue sky). The 
planes are rather small sprites 
that on closer approach reveal 
little or no extra detail. Because 
the game Is quite slow, a 
dogfight that you would expect 
to be quite exciting can in fact be 
rather dull. 

Upon finishing a mission you 
are given one of three ratings; 
victory, no result or loss. If you 
bail out there's a chance you 


might be captured and if you are 
then you get a loss, otherwise 
you're awarded a no result 
status. 

The documentation 

accompanying this package is 
quite nice as it explains the 
capabilities of the simulator to 
the full. Spitfire Ace is not really 
a full simulator and suffers for it 
— we feel that this is more of a 
game than a true flight 
simulator. 

Graphics 59% 

Interaction 77% 

Authenticity 56% 

Overall 58% 


FLIGHT PATH 737 
Anirog, £7.95 cass, £9.95 
disk 

Anirog's Flight Path simulates a 
737 making a short journey 
across a range of mountains. 
This includes take off and 


landing as well. 

The simulator is presented in 
standard format of a graphic 
window at the top of the display 
and instrument readings 
covering the rest of the screen. 
The graphics are only really 
relevant on take off and landing 
because during flight the view 
through the cockpit window is 
only plain blue sky. 
Approaching the mountain 
range results in some pretty 
peaks slowly scrolling onto the 
graphics window, only to scroll 
down again once you have 
safely flown over them. 

Control is achieved with a 
combination of joystick and 
keys. The joystick is used for 
basic flying movements 
(banking, diving and climbing), 
while keys control flaps, 
undercarriage, power and fire 
extinguisher (for engine fires). 

There are several different 
difficulty settings that vary 
mountain height and the 
destination runway length. On 


SPITFIRE ACE 
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the higher levels other problems 
are introduced into the scenario 
with crosswinds and even 
engine fires. The increased 
mountain height provides you 
with problems on deciding the 
optimum ascent rate and speed. 
The higher the mountain the 
harder it becomes to judge. 
Decreased runway length needs 
a greater flying skill to land the 
airliner in such a restricted 
space. 

Mostly the graphics are there 
just as an added bonus, though 
not that helpfull, they do add 
some atmosphere to the game. 
The main action depends on the 
instrument readings, this Is the 
nearest thing to a text only flight 
simulator we've ever seen. Even 
so the end effect is quite good, 
creating the right amount of 
tension at the right moments to 
keep things interesting. 

The different difficulty levels 
work well In Flight Path 737 as 
they are evenly graded. 
Documentation is of good 
quality, providing all the 
fundamental knowledge needed 
to operate the game plus a few 
tips to help you through the 
tricky bits. 

Overall, a nice piece of 
software that actually attempts 
to Induce some of the tension 
involved in flying an aircraft. 
This is far better than trying to 
provide cheap thrills with air-to- 
air combat as a quite a few 
recent sims do. 

Graphics 29% 

Interaction 73% 

Authenticity 41% 

Overall 52% 


FLIGHTPATH 737 


F-15 STRIKE EAGLE 


F- 15 STRIKE EAGLE 
US Gold, ffl.95 cass, 
£14.95 disk 

This jet simulator Involves a 
complex strategy game as well 
as all the usual learning to fly 
problems. There are a number 
of separate missions to choose 
from ranging from easy to damn 
near Impossible.lt's bit similar 
to Spitfire Ace in that respect, 
bringing into play skills that are 
needed for air-to-air combat and 
bomb runs. Apart from the 
normal 3D screen at the top 
there Is a map that shows the 
local military instalatlons and 


any scrambled fighters. You are 
also equipped with radar that 
has various ranges. A healthy 
armoury is on offer. Including 
such goodies as short-to-long 
range missiles and Electronic 
Counter Measures (ECM), just 
the same as in Elite. 

On screen there is a plan view 
of your plane graphically 
showing your remaining 
ammunition and you are 
constantly updated on altitude, 
speed, engine power and 
compass bearing. 

The vector graphics would 
have been quite good If It wasn't 
for the massive leaps taken in 
between frames. The overall 
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outlook for F15 as a flight 
simulator Is a bit weak as no 
landing or take off practice is 
Involved and we would have 
thought these to be pretty 
fundamental for a flight sim. 
With the different missions and 
all that air-to-air combat F15 
Strike Eagle seems capable of 
holding some interest, but that 
interest will probably soon pall. 

Graphics 68% 

Interaction 87% 

Authenticity 70% 

Overall 72% 



747 FLIGHT 
SIMULATOR 

Docsoft, £7.95 cass. 

This vector based flight sim 
from Docsoft puts you in the 
pilot seat of a Boeing 747 Jumbo 
Jet. Upon loading you are 
presented with a nice pictorial 
view of the instrument panel 
plus a pilot's eye view of the 
outside world. As soon as its 
loaded the game automatically 
auto runs and puts you straight 
into the game. Rather a silly 
feature really, as it doesn't let 
you settle yourself down before 
you start. 

You'll find yourself flying 
towards the huge words 'DR 
SOFT' in vector 3D. The 
informative message 'Caution: 
Tall characters around' appears. 
It rather puts you straight In at 
the deep end as you have to 
avoid them. If you fancy being a 
bit flash you can always fly your 


jumbo though the 0 in SOFT 
(although surely 747s were not 
designed as aerobatic planes)? 
Once this hazard is passed you 
will need to increase your speed 
to avoid stalling. 

You can. If you don't want to 
tackle the dreaded Dr Soft 
letters, press the E key, which 
allows you to enter different 
scenarios, all different airports. 
You can then fly around them 
and, if you're brave enough, try 
landing. 

Reasonable control Is given 
over your plane; there's the 
normal plane joystick operation 
(via the joystick) plus power, 
brake and flap control from the 
keyboard. There are several 
different scenarios to choose 
from, all modelled closely on the 
real world. The first screen with 
the large letters is there for 
getting used to the controls and 
how the plane will respond to 
them. Next screen is a take off 
and landing practice. Taking off 
is relatively simple but landing is 
harder as there are hoops to fly 
through that give the correct 
descent pattern for landing. The 
different scenarios get harder 
and harder, each one needing 
new skills to be developed. 

Docsoft say buildings are 
represented in 3D at some 
airports although we didn't 
manage to find any. Also 
Included are complex 
navigational elements that must 
be used when flying to the 
destination airport. 

The bonus that makes this 
flight sim worthwhile is the 
documentation. It provides 
reasonable understanding of 
radio navigation and aeroplane 
handling. The graphics are 
vector but the display is updated 
every third of a second, hardly 
Elite standard! Instruments are 
easily and quickly read because 
of the neat layout. The plane 
sometimes gets a trifle sluggish 
but the response is usually up to 
respectable standards for a 747. 

Docsoft's 747 should be 
enjoyed by beginners wishing to 
delve Into flight simulation and 
should also provide enough 
challenge to keep the hardened 
simulator pilot happy. 

Graphics 58% 

Interaction 60% 

Authenticity 67% 

Overall 64% 


747 
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SUPER HUEY 
US Gold £9.95 cass, 
£14.95 disk 

US Gold's import from Cosmi, 
Super Huey, is a simulation of 
the Huey UH-1X helicopter. The 
control mechanism of a 
helicopter Is obviously quite 
different from an aeroplane in 
that there's direct control over 
up and down. Cosmi's solution 
to getting this onto one joystick 
is quite ingenious. There are two 
modes to joystick operation, 
cyclic mode is accessed by 
direct joystick control. It gives 
you the basic movements; 
forward, backward and rotate 
left/right. When you hold down 
the fire button you go into 
collective mode and will have 
control over up/down and 
thrust, release the button and 
it's back to cyclic mode. Though 
this may sound complicated and 
even awkward. It's not and once 
mastered the basic moves mean 
that quite respectable flying 
manoeuvres are possible 
Graphically it's heads and 
shoulders above most other 
simulators, the playing screen 
consists of an impressive view 
through the cockpit. The 
landscape moves smoothly 
beneath, giving a realistic 
sensation of helicopter flight. 
Overall the graphics are very 
good, with excellent movement 


and content. 

The game structure offers four 
options ranging from training to 
combat. In flight instruction 
mode the computer sets a series 
of manoeuvres to be performed. 
A great feature this, which 
allows you time to become 
acclimatised to the Huey's 
controls. 

Also of a very high standard is 
the sound which gives a very 
realistic recreation of a 
helicopter's rotor and engine. 
There's a really neato tune on 
the title screen too. 

Documentation 

accompanying the package is of 
a high calibre, giving some 
interesting background info on 
the Huey UH-1X. They do a very 
good job of teaching you howto 
use the program. A little more 
detail on the latter missions 
would have been nice but it 
would also kill off some of the 
gameplay elements. 

Overall this is a really classy 
simulator and one of the best 
and most exhilarating to fly. 
VVith the realistic sound and the 
different missions you can 
tackle, it offers excellent value 
for money and must be one of 
THE best flight sIms around. 


Graphics 87% 
Interaction 93% 
Authenticity 90% 
Overall 91% 
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VAGAN ATTACK 

A^lanteis, £1.SS caee, joya^ick wi^h kaya 


K^U-ER 
V6G6T7\R(iViS 



DIRECTIOM-S 


S tar Trek games are now 
few and, thankfully, light 
years between. This one 
must be one of the first on the 
scene for quite some time. 

The scenario is the old tried 
and tested one only this time 
there are no Klingons, this time 
they're called Vagans (hence the 
title). This wicked race of aliens 
has really caught the federation 
with it's trousers down and has 
attacked without warning and 
it's up to you and your trusty ol' 
ship, the Andromeda, to beat off 
the attack. 

The section of the galaxy 
they're attacking is divided up 
into 64 quadrants, each with 64 
sectors, each sector built up of 



rmwas one of 


fow versions of this theme 


the $4 first made 
end mere have 
^f^ri no 'ot^rettem^'to revive 
tH^ sort afgamo^ . . ontii now! ! 
dooht thatan^cdyVviH be inter- 
ested in something quite so 
aged and even this very good 
version wilt fait to spark on any 
enthusiasm amongst game 
players today, even at the law 
price. 
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an 8x8 grid and these can be all 
looked at separately. These all 
show the current locations of 
any Federation and enemy 
ships. Any action takes place on 
the short range scanner and you 
can fire at the enemy ships, but 
watch out! They can fire back! I 
Defending the Federation's 


bases is the name of the game, 
these being very vulnerable to 
Vagan attack. Once these are 
destroyed no fuel is available 
and the Federation will crumble. 
There is a kind of 'smart bomb' 
that destroys everything in a 
sector, but once used you can't 
enter that sector without ruining 




commomBE 64 




Mian seems to 
think 'Trekkie' 
games went out 
with the ZX81, but 
he's quite wrong — 
they went out after 
the Spectrum came 
along and there 
were quite a few 
versions around. In fact Vagan 
Attack wa^ one of the earliest 
'Spekkie Trekkies' and was a 
very respectable one. I know, 
because I was that player. How- 
ever, it seems a bit late in the day 
to translate it to the 64, and in 
what turns out to be a rather 
basic looking manner. The age 
of the game type should have 
little to do with it, because the 
simple battle strategy" element 
still works quite well Not great 
by any nieans, but by no means 
all that bad either — sorry Jaz. 


When I saw this / 
couldn't believe 
my peepers! A 
Trekkie game? 
They went out with 
the TBS 80, BBC 
and the ZX8 1 didn 't 
they? / wouldn't 
have minded if 
they'd made the effort of putting 
a Tittle hi-res or different action 
in but, oh no, it's exactly the 
same as the sort of thing I used 
to play an the PETs at school 
(when the teacher had his back 
turned), I suppose £1,99 is OK 
for a PET emulator. \ . otherwise 
forget it as there are pteiity of 
better games around for the 
same price. 

your engines. 

On screen information 
includes your position, quadrant 
and amount of fuel, and ammo 
you have left along with a 
picture of the actual sector you 
are in. 



Presente^ion 64% 

Easy to use with on screen info. 

Graphice 

Rather poor character graphics. 

Sound 7% 

Phrrrrt! 

Hookabilitsy SS% 

If you've never played a Trekkie 
you might play a few times. 

Laatebili^y SC3% 

These days, a sort of 'specialist' 
appeal game. 

Value for Money S7% 

Low price, but a rather old look- 
ing game. 

Overall 1S% 

Looks quaint (antiquainted?), 
but If you like the type, worth it at 
the price. 










OVER 100,000 
PEOPLE CAPTURED 
THE BEACH-HEAD 
IH1984! 

DARE YOU RETURN 
IN 1985??!! 




army and prisoners captured during the iand battie. 

Produced for the COMMODORE 64 and coming to a computer store near you! 

er • Directed by Bruce Carver 


Produced by Chris J. Jones • Distrit 
• Manufactured in the U.K. by U.S. Gold 


INCREDIBLY REALISTIC 
VOICE SIMULATION 


ONE PLAYER PLUS TRUE 
HEAD-TO-HEAD TWO 
PLAYER FACILITY 


RESOLUTION 

ANIMATED 

GRAPHIC 

SCREENS 
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DESIGNER RUNNING WEAR 






from Gremlin! 










i5' 






Huff Puff, Pant, Wheeze, Coff . , . 
.I'm sick of this. 

‘Oy You’, bawled the arch 
meanie MD of Newsfield Ltd, 
'Gerrof your butt, put on this 
tracksuit and leg it round Ludlow 
on a roadtest’. The life of a 
competition minion is not an 
easy one. 

There I was, snoozing after a 
couple of sticky buns for break- 
fast, minding my own business 
in the broom cupboard, when 
my dark peace was interrupted 
as Oli flung open the door and 
uttered those immortal words. 

Apparently ZZAP! and CRASH 
are teaming up with Gremlin 
Graphics to bring you some 
designer running wear to cele- 
brate the launch of Gremlin's 
latest game Monty on the Run. 
Cuddly trousis, together with 
super hooded tops so you can 
keep your brains warm while out 
jogging, will soon be available 
through CRASH mail order. 


And no ordinary tracksuit this 
one, oh no. Available In a range 
of colourways (so long as it's 
pale grey) they have a delightful 
Gremlin Logo on the back and a 
few bugs sorting out the ZZAP 
and CRASH logos on the front. 

Oli had just finished designing 
the tops when he intruded into 
my mid-morning nap and Ins- 
isted I road test the garments on 
your behalf. (Gasp.. splutter) 

They work! A host of admiring 
stares helped me on my way up 
and down the hills and dales that 
surround this haven of peace, 
and I could almost take to jog- 
ging every morning. Well 
almost. In tests, I found the 
Monty Track Suits ideal for 
walking too — their roadholding 
was superb, upholstery comfor- 
table and general finish and 
appearance well suited to a top 
of the range garment. 

Normally available for the 
knock-down, special offer price 
of £19.95, Gremlin have spon- 
sored this competition to mark 
to launch of Monty on the Run 
(which we've seen, played and 
think is dead good — look out for 
the sizzling review in this ish). 
Twenty track suits are up for 
grabs, delicately wrapped in real 
cellophane, and lovingly packed 
by our mail order department. 







To get you in the mode of 
running, here's a few questions 
to answer: 

1) Who ran the first mile in four 
minutes? A. Sebastian Coe, B. 
Roger Bannister, C. Steve Ovett, 
D. Your Competition Minion. 

2) Who recorded an album 
called 'Band on the Run'? A. 

Ronnie Biggs with the Sex 
Pistols, B. The Beatles, C. Cliff 
Richard and the Shadows, D. 
Paul McCartney and Wings. 

3) In cards, a run can be A. a 

number of cards In the same 
suit, B. a number of cards of the 
same denomination, C. a 
sequence of card In numeric 
order, D. none of these — 
something done by a losing 
gambler 

4) How long is the course for a 
full marathon? 

5) TRUE or FALSE: If your feet 
smell, does your nose run? 



COMP. 


Jot your answers onto the back 
of a postcard addressed to RUN 
MONTY, RUN COMPETITION, 
ZZAP! 64 MAGAZINE, PO BOX 
10, LUDLOW, SHROPSHIRE SYS 
I IDB to arrive by 10th October. 
First twenty correct solutions 
out of the giant cardboard box 
we keep specially for such 
things, win their own Designer 
Tracksuit. 
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US Gold/Art:worx, £S.S5 caeB, £1 A.S5 disk, joystiick 
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m^h''0V0t 

0vmm^mgMums W 4 
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m^,yb0 mmmb 0t.s0€ii'<^ 
prim, - m^m tiim0^s 
m^^:'piBmr rim&ipmsmt,S 
r0spt0biB i^aff0n^0 with ifs’ 
fhmgrn f$rmms. 


standard one at 


.^menatonm, ramrlikernofd 
^ppie game. The imit is 

f does seem a imdated^^ 
major niggie rs the actual chntrot 
hf your man while jumping 
about the place, it's tembly easy 
to totally misjudge a jump and 

■ E# m plummeting dowh ^ 
le. remaps it'd be better ohT 
mjthid^rimpbeldfabouta 
W^es itifitdd^'trmlly stand 


Presente^ion 

Good options and facility to 
jump levels. 

Graphics 8S% 

Atmospheric and detailed 
locations and good sprites. 

Sound 51% 

Equally atmospheric title screen 
tune but few FX. 

Hookabilit:y 7 1 % 

Initially, some interesting 
locations to explore. 

Lastabili1;y 81% 

. . . but standard platform action 
does pall with only 16 screensto 
get through. 

Value for Money 58% 

Expensive for such old hat. 

Overall 83% 

Antiquated American software. 


L atest from the US Gold 
production line is Ghost 
Chaser, yet another flip 
screen platform game from the 
States. As Harry the Ghost 
Chaser your main aim in life is to 
capture all the spooks at Fairport 
Manor. Not easily achieved as 
you have to get to the treasure 
room which can only be reached 
once youVe negotiated sixteen 
tricky rooms cnoc-a-bloc with 
the local psychic phenomema. 
Progress is further hindered by a 
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series of locked doors that can 
only be passed after collecting 
one of eight keys scatterd 
around the mansion. As you 
might guess the keys have not 
placed with ease of access In 
mind! 

The various baddies include 
grey spooks, which can be 
jumped over quite easily, and 
random ^pearances from the 
Phantom Ghost. He follows your 
trail until you deal him a bad 
dose ectoplasm. On later sheets 
there are bats, skeletons, fire- 
balls and other deadly entities to 
be encountered. If you get 
touched up by a nasty you go 
Into a fit of fright. Three such fits 
and you lose one of your four 
lives. As Is often the case with 
long drops, bottomless pits are 
also worth avoiding as these can 
prove slightly deadly. 


Control over Harry is fairly 
standard using UP for jump plus 
left and right to move him. Fire 
will unleash a burst of the gooey 
Ectoplasm. After you have com- 
pleted the top half of the man- 
sion a painting slides aside to 
reveal a secret passageway 
leading to the cellar. At this 
stage you are given a password 
so that from then on you can 
always start on the cellar level. 





BARRY McGUIGAN WORLD 
CHAMPIONSHIP BOXING 

Ac^ivieion, £B. SB caBB, £1B.SS disk, joystick only. 





buttmyncS^emenr ; 
aspm^a^sJh^efy,$W 
you can't mpa^tto getv^m 
farwf^out coating bopi 
the'bm^'abody or 
personality, ^nd all of this 
Is made to Wdrk becaus0 of 
the graphics and genewi 
presentation which is 
excellent Barry McGui^an 
represents a marvellous 
purchase for anyone wtio 
likes the sport, and a good 
game, even, for those who 
l dant . 


T he title of the game could 
well lead you to believe 
that you step into the 
boxing gloves of Barry 
McGuigan himself and take to 
the ring. You don't, the idea 
behind the game is to work your 
way through the many profess- 
ionals and semi-professionals of 
the World so you can take on the 
mighty Irishman himself and try 
to beat him. 

When you start the game you 
are asked to assemble your 
boxer. This interesting option 
allows you to add personality 
customised individual style to 
your boxer. 

When you are assembling 
your boxer you can select the 
race, colour of shorts, hair, 
personality (ranging from 'loud- 
mouth' to 'nice guy') and then 
the actual type of fighter he is. 
You have several options: 
dancer, boxer, mixed, slugger 
and bulldog. These all give you a 
really individual style and there- 
fore gives a lot of scope to play- 
ing the game, you can work out 
which is the best sort of boxer to 
build so that he suits your style 
ofoameplay. 

Once you've chosen your 
boxer you can start the build-up 
to the fight. First you can choose 
the opponent you'd like to 
challenge, but at the start you 
can only challenge one of two 
boxers, this is because you're 
new to the circuit and the big 
boys aren't interested in small 
fry. It takes quite a while to build 
up a reputation and, like any- 
thing else In life, you have to 
fight consistently well if you 
want to get anywhere in your 
career. 
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Knodkout had the 
W^our of being the first 
mO^fhg game to appear on 
^ $4 several months ago, 
mtunfortanateiy it was iet 
p ' dc^n by ramer poor 
I graphics and fimited 
mm^y. Barry McOuigart 
l^^torid Championship 
|B 0 xlr)g on the other hand 
mas plenty to offer, with a 
inning array of options 
fiat give p/enty of scope for 
I many hours of enjoyable 
|V boxing. ^ 




Opponent ohosen, it's wise to 
get in a spot of training. You're 
told what sort of fight you'll be 
having, the boxer's form and 
how many weeks preparation 
there is before the fight. Training 
time is allocated for building up 
in five separate areas; road 
work, light bag, heavy bag, 
weights and spar time. Naturally 
certain conditions can be finely 
tuned by careful training, and 
you should avoid giving 
yourself massive stamina whilst 
leaving yourself light In the 
strength area. 

Once you've selected your 
training you can then fight an 
opponent. Fighting takes place 
in a packed arena and your 
boxer Is viewed panoramically 
from the side in semi 3D. The 
boxers can move backwards 
and forwards and have a total of 
nine moves that may be used to 
knock down your opponent. 
Control of the punches and 
defensive moves is done simil- 
arly to Way of the Exploding Fist, 
using up/down/left/right and 
the same in conjunction with the 
fire button. If you put the joystick 


tnen you are automatically 
moved up the elite ranks of box- 
ing and can challenge stronger 
opponents (there are nineteen) 
and * ultimately challenge 
McGulgan himself. 

All these challengers have 
their own 'personalities' and an 
individual fighting style, and as 
you progress up the ranks you 
are put against tougher and 
more determined boxers who 
are strong, skilful and cunning. 

There is also a two player 
option which allows you to 
battle It out with a human oppo- 
nent and both try to work their 
way to the top. 


"^here a 
amesi 
^utsoo 


in the centre your boxer goes 
Into automatic defence mode 
which is useful against body 
blows from the opposinq 
fighter. 

Punches under your control 
include jabs, hooks, cross 
punches, uppercuts, body blows 
and also a 'guard up' so you can 
ward off an attacking opponent 
without getting hurt. 

Shown on screen whilst 
you're fighting Is the time, round 
number, points, endurance and 
count. The count comes into 
action when you or your 
opponent get knocked down. 

While fighting there is a 
constant update of your con- 
dition and how the crowd is 
reacting. You then know what to 
concentrate on next round, 
whether to go for a knockout, 
defend, tire your opponent or try 
to gain points. 

If you manage to win the fight 


iant fun and you can 
personalize him to becomi 
almost like youn^ff, orhov 
you'd like yourself to beM 
you were a bcncer. His 
movement isn 't too diffimd 
to master, and once that 
has been done you can 
have some excellent fights 
The graphics are very g&ot 
indeed with incredibly 
' realistic animation and 
some nice touches, like 
flashes from cameras as a 
^ knockout punch is 

photographed.',,^ 


lunges out 
edthisgm 
tied my w| 
atonal ism a\ 
lining, persi 
d excellent 
res you can 
ye a boxer V 
rting yoursi 
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Fabulous options as you 
fight to the top. 


Graph ice 88% 

Excellent animation on 
boxers and some brilliant 
touches. 


Great jingles and FX 


Hookabili^ 82% ° 

A more powerful hook than 
McGulgan's left . . . 


Lastability 84% 

. . . and the game has just as 
long a lasting effect. 


Value for Money 


A new Activision game at 
the old Activision price. 


Overall 8*1% 

An excellent new sports 
simulation. 
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RcocfbRP'^ 

DMAHONOST 


DICKIE’S DIAMONDS 


A^lan^ie, £1.SS caes, joya^ick or keye 


O riginally released by 
Romik at a considerably 
higher price and quite 
some considerable time 
ago, Dickie's Diamomds is an 
odd sort of game seemingly 
inspired by the old arcade game 
Amidar. It's a sort of rub-em-out 
where you have to go over the 
white lines of a maze and turn 
them all black. 

You take the role of Dickie the 
Owl and you've got to collect 
diamonds from the maze, well, 
it's not really a maze but a web 
which a spider (!) draws out at 
the beginning of each screen 
and every time you lose a life 
(aargh) I This spider trucks about 
after you and is fatal to touch, he 
also rubs out all the good work 
you've done. 

Luckily you can move faster 
than him so It isn't too hard to 
cover the web. If you do manage 



to do so then the web will 
collapse, quite splendidly, and 
the diamond in the centre of it 
will drop to the floor for you to 
pick up. Any web that you've 
previously turned black cannot 
be walked over again and so it 
must be flown over (something 
owls seem quite good at). Each 
time Dickie does this it costs him 
a 'flight' and he only has a limit- 
ed number. The number of 
flights available decreases with 


each increase In level and when 
Dickie can fly no longer then 
unfortunately it's just tough luck 
and he'll end up at the mercy of 
Stephen, the ferocious spider, if 
he's not careful. 

That's it really, screen after 
screen of the same web with 
nine speeds and later two 
spiders on the web to challenge 
you (Stephen's friend, Cecil 
comes to help). There are some 
options to change the game 
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1 Dickies's 



/ quite liked this 
germ when it first 
appeared earfy last 
year • tmabkf^ % 
that was a long 

/im 
/are 
we 



consideratrty. / confess to 


a 


games on playing for the first 
time in ages, hot nothing more, 
since therk isr^t reafly much in 
the way of variation and the 
whole thing Is hather dated. 
£vm though this oldie has heen 
re-relmeed at a hudget price It 
dcmn't reatfy match the quality 


(May, so the graph- 
m arepreUy basic 
looking, and the 
game is based on 
m tdd one, a sort of 
*fmmtm^ type, md 
tfs true that you 
amn*t probably 


going to play it 
dffmrei 


forever, and there is more excit- 
ing software at the price around 
ntai^, but f sdff mjdypd e. few 
games and / suspect others will 
too. There are always new 
young computer owners 
coming altmg^ and Dickie's 
Diamonds is not a bad starter 
game. 


slightly though, such as infinite 
flights and being able to start on 
other levels. Also, any high 
scores attained can be saved to 
tape for loading at a later date. 


PreBentat;ion 55% 

Good instructions (with hints) 
and options but annoying delay 
as Stephen draws up a web each 
time. 


GraphicB3*1% 

Animation sparse, colour poor. 


Sound 51% 

Reasonable version of Fugue. 


Hookabili^y 3S% 

A few plays and that's-abbut it. 


LaB^abilit;y S3% 

Nine levels if you can stand 
playing It for that long. 


Value for Money 42% 

Not much for the hardened 
player, better for youngsters. 


Overall 22% 

Better games available for the 
price. 
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Bet you can’t s/ts+Ml when playing 


Guide bouncy ‘Thing’ through this underworid fantasia searching for the armoury to equip himseif 

carefully for the final encounter with the evil Toy Goblin. 


Commodore 64 



ONAI 



Gremlin Graphics. Alpha House, 10 Carver Street, Sheffield SI 4FS. Tel: (0742) 753423 
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Beyond/First St;ar, £9-35 cass, joyatick only 
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F ollowing the ZZAP! pre- 
view of Spy vs Spy: The 
Island Caper last month, 
here is the full review as prom- 
ised . . . 

Far, far away, deep in the 
Caribbean lies an island — Spy 
Island, a tropical paradise long 
abandoned by man or beast and 
geographically discarded many 
years ago. Until now that Is. 

The top secret XJ 4 V 2 missile 
recently crash-landed on the 
island, breaking up and scatter- 
ing into three pieces as it did so. 
It is vitally important that this 
missile does not fall Into enemy 
hands so it's your mission to re- 
cover all three parts, assemble 
them and escape by a sub- 
marine moored somewhere off 
the Island, before the enemy 
beats you to it. The opposition 
can either be computer control- 
led or human, the computer hav- 
ing a range of five IQs to choose 
from and the human . . . well 
that's up to you! 

Each spy has a constantly 
replenishing energy bar that 
diminishes on contact with any- 
thing nasty. It takes time to 
replete though, so great care 
must be taken not to lose any in 
the first place. 

As in the first game, each spy 
has a Trapulator (this one's the 
newer model, the FSS 85) at 
their disposal. This amazing 
piece of equipment allows a spy 
to store, and most importantly, 
use the various objects found 
around the Island, to hinder the 
enemy spy's progress. Objects 
are usually buried under the 
sand but are uncovered when 
picked up by a spy. The converse 
also applies — a spy can bury 
any objects that are found lying 
on the sand. A couple of presses 
of the fire button activate the 
Trapulator and let you select a 
trap, or view a map of the Island. 


ap. 

Si: 


!ix types of trap are access- 
ible from the Trapulator and 
each can only be used in specific 
places and situations. 

OPEN PITS have to be dug with 
the shovel provided and waste 
precious time should a spy fall 
Into one. The shovel can only dig 
eight holes before breaking 
though, so each pit needs to be 
placed with care. Pits can be dug 
anywhere except in the water 
(who says computer games are 
for mindless morons)?. 

PUNJI PITS are simply an ext- 
ension of the open pit. A pit has 
to be dug as before, only this 
time if a wooden stake is stuck in 
the bottom, the hole covers 
itself, thus hiding it from an 
unsuspecting spy's eyes. 

A GUN is lying somewhere on 
the island and if found it can be 
used to shoot the opposition 
and momentarily put them out 


Spy Vs Spy was a real 
smash hit and still sells 
very well on the 64, the 
sequel I'm glad to say looks 
like it'll follow in its 
footsteps. Hoofing round 
the island bashing the 
other player is a great 
laugh, and out thinking 
your opponent so you can 
fool him with a meaty trap 
is even better. There's 
plenty of things to do and 
the game will take some 
time to master, especially 
with its multitude of levels 
and options. Playing two 
players is still the best 
option of all, especially if 
you're evenly matched, the 
things you can do to each 
other are amazing! 


/ ve been a great fan of Spy 
vs Spy since its release at 
the end of last year and / 
was extremely chuffed at 
First Star's decision to 
produce a follow up. Spy vs 
Spy II has quite a few 
similarities to its 
predecessor namely the re- 
use of the Sjmulvision and 
Simulplay features, the 
great music and the actual 
'look' and 'feel' of the 
game. This may not strike 
most people as being a 
good idea but there are 
enough new gameplay 
elements that more than 
compensate for such 
mimicry. ^ 


The graphics have also 
been improved with the 
spies behaving more like 
their comic strip 
counterparts than before — 
/ especially like the really 
sick results of setting off 
traps such asjhe coconut 
mines! / would say that this 
successor is as enjoyable to 
play as the original, if not 
more so and / recommend 
it heartily to all Spy vs Spy 
lovers. 













The problem with sequels 
Is In being better than the 
originator, butSqy vs Spy II 
deals a contemptuous blow 
to this theory. To me, it's 
quite clearly a better game 
than the first It looks better 
with more varied 
backgrounds and 
locations, and the capers 
you have to get up to are 
more involving to the 
player(s) and have funnier ^ 
results. Games ought to be " 
fun to play, but to be 
offered genuine humour as 
well as a needforquickand 
clever thinking is really all 
you can ask for — and this 
game provides it 


and like the embassy door in the 
original game, it can either be 
hidden until someone has 
collected the complete missile 
or constantly exposed. If neither 
spy makes it to the sub on time 
then you are treated with a view 
of the island being bathed in the 
glorious glow of the volcano's 
lava flow. 


of control. That is, if the bullets 
aren't dud and the gun is fully 
loaded . . . 

COCONUT BOMBS can be pro- 
duced by combining coconuts 
with petrol from your aeroplane 
wreckage and prove a very eff- 
ective land-mine when buried 
beneath the sand. Should either 
spy fall victim to such a device 
then they will be blown to a fraz- 
zle and crumble, comically, into 
a pile of ash. 

SNARES can be set to catch an 
unwary enemy spy off-guard 
(and yourself if you're not too 
careful)! A spy simply climbs up 
the nearest tree with a rope, ties 
one end to the treetop, climbs 
down again and buries the other 
end in the sand . . . and there's 
the snare, primed and ready to 
whisk the first to stumble across 
it, up into the trees I 
NAPALM cannisters can be 
buried in the same manner as 
the coconut bombs and have the 
same deadly effect when un- 
covered! 

POOLS OF QUICKSAND are 

scattered about the island and 
are more of a 'natural' trap. 


draining a spy of his energy if 
fallen into. If such a disaster 
should occur then you need to 
waggle the joystick like crazy to 
get him out again! 

HAND TO HAND COMBAT be- 
tween spies works in the same 
manner as in the original game. 
When the two spies appear on 
the same screen then they can 
beat the living daylights out of 
one and other with their spy 
swords. Spies can biff their 
opponent over the head or prod 
them In the vitals, each hit 
sapping vital energy (no pun 
intended). These swords are 
rather blunt though, so It takes 
quite a few hits to kill a spy. 

A MAP of the Island is stored in a 
spy's Trapulator and can be 
recalled for viewing at any time. 
It shows a plan view of the Island 
along with a trail of footprints to 
show where the spy last walked 
and the approximate location of 
the missile parts. 

Unfortunately time Is not on 
your side as there is a rather 
volatile volcano resident on the 
Island and it's about to erupt. 


The countdown to eruption Is 
displayed to the right of the 
screen and the length of this 
time depends upon the skill level 
chosen. There are seven levels 
of play, each differing slightly in 
features such as two islands 
Instead of one and more or less 
objects to hand. Levels one to 
four have one Island to explore 
of sizes between six and twenty 
sectors. Levels five and six, on 
the other hand, have two 
Islands, so that you have to 
swim between them! This gives 
rise to yet more problems, since 
the surrounding sea has one or 
two resident sharks! Running 
Into a shark (or should I say, 
swimming into one) will almost 
certainly result in your spy's 
demise as he is dragged below 
the depths for a short period of 
time before he can break free. 

If a spy runs out of energy 
whilst bathing then he'll sink to 
his doom, releasing a few last 
bubbles as he does so and any 
missile parts in his possession 
are washed up onto the shore. 

The submarine lies some- 
where off the coast of the island 


Present:at;ion 

Good options and 
instructions with excellent 
Simulvision and Simulplay 
feature. 

Graphice S 1 % 

Great split screen display, 
cartoon like definition and 
animation on characters. 

Sound 86% 

Nice tune and effects. 

Hookabili^ 86% 

As gripping as any good 
spy novel. 

Laatebili^y 83% 

Several levels of play and a 
two player option to keep 
you enthralled. 

Valua For monay 


A good package at a good 
price. 

Ovarall 8S% 

Fans of the original won't 
be disappointed. 
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KING 


Integration, £S.I 


IBB, £ 1 8. 85 diBk, joyBtick or keyB 


S peed King is a 3D race 
game, not difficult to 
guess from it's title I sup- 
pose. What you might not guess 
is that it's a motorbike racing 
game (yah boo sucks, smarty- 
boots). 

It has Its origins In the classic 
Spectrum racing game Full 
Throttle (and can, in fact, be 
considered as a conversion of 
that game by author Mervyn 
Estcourt who wrote Full Throttle 
for MIcromega) and it contains 
similar features, tracks and 
racing scenario with a few addit- 
ional touches. 

When you load the game you 
are presented with a wealth of 
options, for a start track select- 
ion: there are ten tracks to race 
on, ranging from classic English 
ones like Donnington, Silver- 
stone and Brands Hatch to the 
ones In more exotic locations 
like Paul Richard. On choosing a 
track you are given a brilliant 
preview option. This allows you 
to view the track which you'd 
like to try at high speed and the 
computer zooms round it so you 
can take note of corners, 
straights etc. If you still don't feel 
like having a proper race then 
you can opt to practise. This 
allows you to zoom round the 
track on your own to get the 
'feel ' of the bike and get to know 
the track a little better. 

Once you're happy with a 
track then you can set the diffi- 
culty level from the three pro- 
vided. It's advisable to start on 
'novice' — that's hard enough! 
Select the number of laps and 
you can begin. 

The bike Itself Is a pretty 
powerful one with six gears, 
great acceleration and it handles 




perfectly (as long as you ride it 
properly)! Using the gears is 
dead easy — pull the joystick 
down to shift up a gear or for- 
ward when you want to shift 
down (when taking corners for 
example). 

When you start the race you'll 



find yourself at the back of a 
pack of twenty bikes. It's your 
job to work you r way to the front 
and then stay there, no mean 
feat. The other riders are not 
idiots and they try to take the 
fastest way round the bends and 
cut you up If you try and over- 
take. You can crash Into them of 



course, which sends you spin- 
ning from your bike. If you're too 
slow to remount then you soon 
find the bikers whom you've 
overtaken whizzing back past 
you. Most annoying ! ! 

When you're racing there is 
quite a lot of on-screen infor- 
mation at the top. Your speed Is 
shown, along with the gear 
you're in and your current posit- 
ion in the race. The lap times are 
also shown, along with the cur- 
rent record time so you can 
gauge how well you're doing. 


Preeen^a^ion 85Rb 

Loads of excellent options. 

Graphics 88% 

Very effective 3D as you belt 
along. 

Sound 85% 

Weird tune, but realistic bike 
sound. 

Hookabilitiy 8^% 

The urge to win is tremendous 
(as he crashes for the Nth time). 

Laatebility 88% 

And winning on all ten tracks 
will take a long time. 

Value for Money 87% 

Superb motorbike racing game. 

Overall 88% 

Definitely in the top three all 
time race games! 
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It’s easy to enter and free. 

Just answer the set of computer- 
related questions in each competition 
issue and write your Tie Breaker. 


Get motoring this Winter with a 
special edition Austin Metro. You 
choose the trim and fittings for a real 
eye-catcher. All you have to do is become 
our Tape Magazine Computer 
Champion. 

We are having a two-part competition 
in our October and November issues. 


Can you make the grade and become 
our Computer Champion? 

The competition closes on 

30 November 1985. 

Get motoring and order your issues 
now... before they sell out. 







ROULEHE 


TREASURE ISLAND 


STRATEGY SPECIAL 


Available every month 
from all branches 
of W H Smiths, 

John Menzies and 
other leading newsagents. 

Argus Tape Magazines produced by 
64 Tape Computing 
Infonet Limited 

Times House 179 The Marlowes 
Hemel Hempstead Herts HP1 IBB 



Ai^us Press 
Software Group 


r GREAT GAMES • GREAT UTILITIES • GREAT VALUE i 















T here's a new approach to 
racing with the latest rel- 
ease from Activision. Tour 
De France is a cycling game 
(could it be anything else one 
asks?) and it challenges you and 
up to seven other players to 
complete and gain record times 
in what must be one of the 
world's most gruelling cycling 
races. 

When you first start the game 
you are asked to select the 
nurnber of players and input 
their name and country. Once 
that is done you can select the 
sort of race you'd like to com- 
pete in. 

Firstly there is the single stage 
race where you can select one 
stage of the race and try it. This 
is a good option if you want to 
practise a certain run or don't 
want to have to bomb all the way 
around France. 

The other option is the Tour 
De France itself, this is the 
proper race taking you all the 
way round France in a series of 
stages. Once this option has 
been selected it's out and out 
cycling to try to break those rec- 
ord times. 

When you race you'll find that 
you're in fact the only rider, a bit 
of a pain if there are eight of you 
racing because you each have to 
wait your turn. 

Control of the bike is like a 
rather leisurely Decathlon, just 
move the joystick left and right 
to speed him up. Once you've 
reached a good speed it is poss- 
ible to coast along, only needing 


to waggle the joystick occasion- 
ally. Steering isn't so hard 
either, it just takes a little while 
to get used to It. To move left or 
right round a bend you have to 
keep your finger on the fire but- 
ton and then move the joystick 
in the appropriate direction. This 

' beginning to 

to hope that these 
joystick waggling 
- f games had been 
A'. ' given up for good, 
alas this is not to 
be. / dare say that 
having acquired 
something of a 
hatred for these type of games 
my opinions on it will not be well 
founded. Just to confound you 
let me tell you what / liked. The 
musk was OK, not that / am 
partial to having renditions of 
the French National Anthem 
rammed down my ears while I 
am asked to make team select- 
ions. The music that plays in the 
background of the game is reas- 
onable, if a little strange. Well 
the crowd certainty seem to like 
it they all seem to be dancing to 
it the general appearance of the 
game ts helped by the high qual- 
ity of the graphics and scrolling, 
my dislike? Well, Just the game 
itself there simply isn't 
enough to hold my attention, / 
found the whole thing some- 
what less than convincing, even 
after i had become quite adept at 
steering the dude round the 
seemingly endless roads he still 
managed to look like a drunken 
onion seller. 


causes the bike to rotate Aster- 
oids style. There are also gears 
on your bike — tapping up or 
down will put you in either high 
or low gear and these have to be 
used when going up and down 
the many hills. 

The scenery is particularly 
good, although the roads are a 
bit thin (when you start going 
really fast you'll find yourself 
going off the road and crashing). 
The landscape contains all sorts 

When / first saw 
this / was very imp- 
ressed — the 
graphics and scrol- 
ling routines are 
really superb. 
Whizring along 
Decathlon style 
was great, the only 
trouble is that! was the only con- 
tender, There's no bead-to-head 
option, you have to race one 
after the other if you want a 
multi-player game and the 
scores are registered after- 
wards. Setting the game up 
takes yonks and f suspect that 
this was originafiy a disk game. 
These quibbles aside the game 
is great fun to piay, with lots of 
separate courses to bomb 
around. Control is a bit tricky, 
but easy to master and after a 
while you'll find yourself hoof- 
ing round France as fast as your 
legs will go. The music is realty 
fitting to the game and adds to 
the must go faster' qualities. / 
thoroughly enjoyed playing it 
and the time targets will take a 
while to beat 




Tour de France 
isn't ready much 
more than just 
another joystick 
waggling sports 
game. But with a 
new twist in that 
you cycle round 
France.. The back- 
grounds are superbly detailed 
and they scroll wonderfully. 
There is a great deal of attention 
to detail on both cyclist and 
shadow, matching that of the 
backgrounds which gives the 
whole thing a very realistic and 
picturesque took. The music 
played 

the game Is very good and 
drives you on effectively as you 
play. Problem is the game is 
quite repetitive with all the wag- 
gling required and it does 
becomes monotonous to play 
after a while. 



of buildings, loads of people, 
advertising hoardings and of 
course the twisting road with 
lots of hills and corners, there 
are signs along the way to warn 
you of approaching hills but 
none to give warning about the 
corners though. 

The screen scrolls along with 
your bike in all eight directions 
making the game look really 
good to play. After the race or 
practice you can have a look at 
the score tables to see how well 


you've all done. Also, as you're 
racing you're given yourtime up 
on screen which changes colour 
so you can gauge how well 
you're doing. 


Presentation 87% 

Plenty of bikes to choose from 
and 16 different courses. 

Grsphics 84% 

Superb scrolling technique, 
detailed scenery and lifelike 
cyclist. 

Sound 88% 

Good tu nes as you peda I 
frantically. , / 

Hookabili^ 85% 

Cycling around France proves 
addictive. 

Lastability 67% 

Doing it in record time is no 
mean feat, but you may get 
bored of the same old thing. 

Value For Money 7 1 % 

Quite expensive, but a novel 
game. 

Overall 78% 

Great, especially if you like 
biking and waggling. 
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FUFL E ► ► ► f ENFMY 

PLAYER aSBS eo PLANES 
^ry'^r'?' HI SCORE TCl35a 


THE BAHLEFIELD. . .Outmaneuver 
radar towers, armed guard posts and 
heat-seeking missiles. Eliminate all 
obstacles or they will eliminate you 






PLAYER 7436 ISPLAflES 
HI SCOREneiaeo 


4^>r 


THE TUNNEI Enter with caution 

Fast and furious enemy attack planes 
await.to tight off your attack. 


FUFl E ► ► f ENEMY 

PLAYER BSB5 -aplANlS 
HI SCORE 181360 


A INSIDE THE TUNNEL . . .The onslaught 

“ is never ending. Follow the approach path 
carefully. If the enemy doesn t get you, 
one wrong maneuver will. 


FUtl t F ENEMY 

PLAYER BB70 OPlANl: 

V" HI scour 1 r- 1 3 B o 


THE APPROACH . . . Beware as you 
enter. Use all your skills to move through 
this tricky entrance into the Zaxxon 








'-lAil P ► ► ENEMY 

PLAYER 1DV66 DO'. 
^NT HI SCORE 1S13SD 

THE DRAGON . . .This is it: after all 
you've been through, the ultimate enemy. 


THE ULTIMATE CHALLENGE of Super Zaxxon is here. Based on the arcade classic, you knew this challenge was 
coming, but now we’ll see if you're ready for it. 

Selected U.S. Gold titles are available from all leading computer stores. 

U.S. Gold Ltd., Unit 10, The Parkway Industrial Centre, Heneage Street, Birmingham B7 4LY. CASSETTE 


£Q-95 
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Rupert Bear is quite old this year. 
Your competition minion abides 
by two golden rules in life: never 
reveal a lady's age, and never 
reveal a bear's age. So Rupert's 
age won't be revealed here. 

What can be revealed, however, 
is the fact that this year is the focus 
of special anniversary celebrations 
for Rupert's birthday. Express 
newspapers, in whose pages 
Rupert first saw the smudge of 
newsprint, have published a 
special anniversary Rupert 
Annual, and of, course Argus 
Press Software have released 
Rupert and the Toymakers 
Party ior the C64. 

Rupert and the Toymakers is 
certainly a good looking game — 
how could it be anything else with 
such a hunk of a bear as the star? 
Rupert fans throughout the civil- 
ised world will derive great plea- 
sure from guiding Rupie on the 
way to the jelly and ice cream at 
the party, avoiding the bad- 
tempered toys he encounters on 
his quest through the Evil Toy- 
maker's Castle. 

In association with APS, and in 
particular, Peter Holme (who is not 
averse to wearing the odd checked 
pair of trousers himself I might 
add), we have come up with this 
competition, which no self-resp- 
ecting Rupert Fan can possibly 
avoid entering. 

A grand total of thirty five copies 
of the game are up for grabs, and 
the top six winners will also 
receive ' a Rupert Scarf (tasteful 
yellow with black outline check 
motif) and a copy of the 65th 
Anniversary Rupert Annual — 
oops! Given the game away. While 
I'm at it, I might as well give my 

mother in law's age away Big 

Dragon is now AARGH. Gerrof, 
Leggo, only Joking, honest. Ouch. 
TWENTY ONE, TWENTY ONE, 
that's ali I was going to say! 
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CREA TE A 


CARTOON 


CHARACTER 


AND CA TCH 


A CADEAU 


(That's French for pressie you know) 

Jean-Miche! Minion, Zzap! Comps Dept 
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Just for fun, and to give all you 
artistic types out there a chance to 
dust down your drawing equip- 
ment, we'd like you to design a 
new chum for Rupert. Well, design 
seems a bit harsh. Maybe draw 

would be a bit better Get your 

thinking caps on and come up with 
a character who you think should 
share Rupert's adventures. 

The rules are quite straight 
forward. No entries larger than 75 
by 55 cms, otherwise let your 
imaginationipoos run riot. 

If you like, you can Just come up 
with a portrait, or you could add a 
few biographical notes, or indeed 
write and draw an entire Rupert 
cartoon strip, sell it to the Express 
and post us copies of the news- 
paper as your entry. (If you adopt 
the latter suggestion you'd better 
hurry though — you've only got a 
month to get it all together in!) 

Entries to RUPERT BEAR, ZZAP! 
64 MAGAZINE, PO BOX 10, 
LUDLOW, SHROPSHIRE, SY8 1DB 
to arrive by 10th October at the 
latest. 


Oh and by the way . . . 
Dragon's really AARGHHH 
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MAD DOCTOR 

Creative Sparke, £8.95 caee, joyetick only 
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1 1 HE E NERG Y H EftLT H MILEAGE ^AfigftllSS 
7PH •MiPO •■■■O place D,_6RAVE VARA 

C 0 linfi H l> sir E C T E tT^^D I G UP. A BODY 

YOU ARE HUNGRY AND THIRSTY 


and the Villager status'. The 
latter changes from suspicious 


! cam. 
hat the 
totd 
nearly 
lit an d 
Hill to 
Ife' but 
a lot I 
tying a 
ings but 
Just one 
le: . me. 


* the monster 
placed up an 

lyt^at happen 
wandered aroun 
:0anety of differed 
"a0ll no 'Spark of 
Wary peeved selm 
;After repeating thlM'fiiUkess four 
or five times ! just had to give up 
through frustration at being so 
near and yet so far ... I must 
admit collecting corpses 
sounded appealing gust tike 
chucking out time at the Ludlow 
local) but overall the game was a 
bit naff. There you are presented 
with a nice little SO backdrop 
fading into the distance^ when 
you decide to move 'Into' the 
screen. The man walks away 
and doesn't get any smallerl So 
much for perspective graphics 
-r- it ruins the whole effect! / also 
found that die joystick didn't 
respond too enkientty on 
moving and when selecting 
commands. Mad Doctor would 
have been worthwhile had h 
been released as a budget 
game, but at this price anyone 
who buys it needs to see a 
docton 


Presentation T89ib 

Fairly sound instructions and 
easy to use commands. 

Graphics 47% 

Crude characters but some 
nicely coloured location 
backgrounds. 

Sound SG% 

Weak with few sound effects 
and no music. 

Hookability 68% 

Initial interest in building a 
monster from dead bodies . . . 

Lastability 38% 

... but you soon find that the 
game's as dead as the corpses. 

Value for Money 36% 

Should have been a Sparkler. 

Overall 4D% 

Not so much of a creative spark, 
more of a damp squib. 


through to nasty as Blocken- 
spiel's dastardly crimes are per- 
petrated. Obviously when the 
villagers are angry and you meet 
one in the street they're not 
likely to want to shake you by the 
hand, but your throat! 

When the monster has finally 
been completed he needs some 
life injected into him and so he 
must be taken to Lightning Hill, 
where the 'Spark of Life' can be 
added. Having done this he will 
have to presented to the people 
in the village hall. Depending on 
the quality of the monster made, 
you will either be hailed as a 
genius or hung as a muderer! 


M r Franz Johann Blocken- 
splel is intent on creating 
a living creature out of the 
pilfered remains of the citizens 
of nearby Struddleberg. Why? 
Because he's mad, and as such, 
it seems only reasonable to call 
this arcade adventure from 
Creative Sparks Mad Doctor. 

To complete this task, Block- 
enspiel must collect the bodies 
of hapless citizens to operate on, 
so as to create a monster. 
Various other objects are also 
needed in this grisly manufac- 
turing process, like a bolt for the 
monster's neck (found in the 
darker recesses of Herr Doktor's 
dungeon). There are ample 
spare parts to be had in the 


graveyard but if you prefer your 
corpses fresh you can always 
knock off a few of the locals! 
When on the prowl in the village 
you should study your victims 
carefully as a sub-standard 
corpse could ruin your chance of 
the perfect creation. 

• You start the game in the 
castle, hungry and thirsty but 
with food and water conven- 
iently within reach. Once you 
leave the comfort of this fore- 
boding abode, a map screen 
appears showing all the six 
separate sections of the village 
and the locations. The map Is in 
the form of a full screen plan and 
each of the sections are present- 
ed as into-the-screen 3D views 
when entered. 

Movement of Blockenspiel Is 
through joystick and the fire 
button accesses a command 
line, allowing you to perform 
actions relevant to your current 
situation. For example, when 
you are hungry and are near 
food, you will suddenly find that 
there is an option at hand to 
enable you to eat the food. 

At the bottom of the screen 
there is a status line with bars to 
show your health and energy 
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m SHOCK HORROR 

MARGIN BID! 

From our correspondent at the front — 

Dateline: Ludlow, Wednesday 14th August 

ZZAP! 64 editorial staff today ducked as huge boulders and rusty 
springs began flying on the art work tables. 

ZZAP! editor Roger Kean was reported to have taken cover under 
Lloyd Mangram's 1922 Hermes typewriter (they're huge you know) 
as prima donna ZZAP! Margin King Rockford (star of several 
computer games), fought off brash starlet Thing (star of Gremlin 
Graphics' Thing on a Spring garoe) in his takeover bid for the margin 
space of the magazine. ZZAP! 64 is a specialist computer software 
magazine for Commodore 64 users and since its inception in April 


this year, Its page margins have suffered a peculiar and verminous 
infestation of the insect-like Rockford. The plague has resulted in 
some Interesting 'for and against' letters from their magazine's 
readers, but the overwhelming majority seem to be in favour of 
putting up with Rockford. This probably says more about computer 
owners than it does about Insect repellents. 

Newcomer Thing (soon to be named by ZZAP! readers), opened 
the margin conflict when a Gremlin Graphics spokespoison secreted 
a document on Roger Kean's desk purporting to be a declaration of 
intent. 

Rockford said, 'If this weedy sprite thinks he can knock me off my 
bidet, he's got another thing coming.' The first boulder flew a few 
seconds later. 

Reviewer Gary Penn, known to his friends as Gazza the Pennell, 
who Is responsible for drawing Rockford in the margins (you can 
Imagine what his school exercise books looked like) said, 'I'm torn In 
two. Rockford's always been my hero, but I liked Thing so much and 
I've always had this thing about drawing springs, they're so, sort of, 
curly and nice.' We ducked as another boulder passed low overhead 
and gasped as Thing boinged in the other direction. 

Where will it all end? Editor Roger Kean has made a desperate 
appeal to ZZAP! readers — who do they want on their margins, 
Rockford orThIng (soon to be named)? Being a sensible chap, Lloyd 
Mangram stated that he thought there was room for a good old 
British compromise — why not have both on the margins? Good old 
Lloyd. The trouble Is, will these two highly strung stars act together 
on the same margin? This is the question that now stares the ZZAP! 
team bleakly in the face. We leave It up to you, the ZZAP! readers. 



The top secret docurnent that Roger Kean received, which clearly shows that a margin takeover bid was always planned from the outset. The 
question is raised: Did Gremlin Graphics release THING ON A SPRING in order to get Thing onto ZZAPI's margins, or was it a cunning plan to 
make money by actually selling the game to Commodore owners? 


RXKFORD'5 aoSiMG IN 
iPOR^THe KfU 


/ HFH! Hm 

vJUST MAWNG- 



Gazzs the PenncH, acting as devil's advocate ( a sort of hot Dutch egg nog drink), was driven to replying to the threatening posture adopted by 
Gremlin Graphics and Thing. As everyone knows, Gary always wanted to be a Rockford when he grew up but was never bould enough 

ROCKFORD VS THING 
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CHALLENGE 
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At the appointed day and hour 

(set unseasonably early as Rig- 
nall is never at his best until after 
a midday gastric ingestion of re- 
gurgitated junk food), my brave 
challenger arrived. I was hor- 
rified — Chris Powell, who halls 
from Gosport in Hampshire, 
appeared far too young to be 
taking on an ego the monstrous 
size and level of accomplish- 
ment in boastfulness of the 
otherwise under-developed 
Rignall. Chris Is only about 14 
Earth revolutions of your Sun, 
but (I'm relieved to see) not so 
inexperienced that he hasn't 
brought along his own joystick 
— and one with a rapid fire func- 
tion. I exert my powers of mental 
suggestion to prevent Rignall 
from thinking of sneakily dis- 
abling the rapid fire, for there is 
one screen in the game on which 
it will be more than useful. The 
game, of course, is Frankie Goes 
To Hollywood. 

Rignall, naturally, insists on 
the supportive presence of his 
snivelling ally Gary Penn, 
whereas Chris has brought 
along his male parent. In the 
event both these disturbing 
influences remain outside the 
arena, and whining, Rignall is 
cast alone into the Pleasure 
Dome with only his opponent. 
Despite his youthful age, the 
quiet Chris Powell looks un- 
daunted, and I find my hearts 
beginning to beat to a faster 
rhythm than they have known 
for some time past. 

The contest has been set as 
the first player to reach 60% of a 
real person by any means in this 
randomly presented game. 
Rignall cleverly seats himself 
with his back to the window, so 
that the morning sun shines 
right across Chris Powell's 
screen. I seethe Inwardly, but It 
is beneath my dignity to protest 
and I quiet my neural circuitry. 

At 11 .30 precisely, the play off 


commences, the battle to the 
Pleasure Dome is on. Both play- 
ers immediately make for a 
video cassettes and insert them. 
Hah! The Idiotic Rignall has 
entered The Sea of Holes. For 
minutes he is bobbing up and 
down, disappearing and re- 
appearing without finding the 
right one to take him to the lower 
exit. I am delighted, but never 
more so when I see that Chris, 
who has gone straight onto Raid 
Over Merseyside is accumu- 
lating Love points rapidly. His 
performance is extremely grat- 
ifying, shooting virtually all of 
the falling bombs and scoring 
direct hits on almost all of the 
bombers themselves. This 
young Gosportling has fine 
hand and eye co-ordination, but 
I am well pleased that his rapid 
fire function Is properly working. 
I can see Rignall giving the 
young hero some black looks. 

Finishing Raid ve ry q uickly, 
Chris moves into the 2TT Puzzle 
screen and sensibly avoids time 
wasting trying to solve it, but 
instead shoots down the wall 
and presses one of the buttons 
and — great trailing star threads 
of Antares! He's ended up in The 
Sea of Holes as well! This is dis- 
astrous and I am only calmed by 
seeing that the nocturnal rodent 
Rignall is still popping up and 
down in the selfsame sea like the 
demented yoyo he really is. 

Oh joy of expanded RAM! My 
brave challenger picks the right 
hole after only a couple and exits 
the sea, spots a cat and feeds it 
to get a first marked score of 
29%, but a scant few seconds 
before a now perspiring Rignall, 
moaning about his deteriorated 
physical condition due to spend- 
ing too much time horizontal in 
bed, also emerges. I scan his 
score line with unqualified glee 
— only a miserable 22% ! 

11.56 After their dip in the meta- 
physical sea, both players opt to 
hang around Mundanesville in 
the hope of collecting some 
points for doing nice things like 
taking in the washing and feed- 
ing the host of parasite pussies. 
My left heart sinks badly when 
Rignall, returning indoors, 
stumbles across the murder vic- 
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Young hero Chris Powell 


head, however, and has saved 
some of Merseyside to receive 
the letter A back and becomes 
50% a real person. Rignall too, 
has done well, I am sickened to 
say, with his despicable cheat- 
ing, and despite a game screen 
setback, stands at 48%. The time 
is 12.03, and this contest looks to 
be in its final stages. I can barely 
stand the appalling strain im- 
posed by the thought of yet 
another defeat for my chal- 
lenger. 

Both players go for point col- 
lecting in Mundanesville, and 
their points mount neck and 
neck. Rignall makes 48% again 
after dropping some — and 
Chris is ahead. Can it possibly be 
true? Is this the moment I have 
been awaiting for so many 


aeons? 

Suddenly my hoped-for 
champion killer picks up a Pleas- 
ure Pill and on eagerly devour- 
ing it, his score tops the 60% 
mark well ahead of Rignairs 
miserable 54% ! 

1 have to sit down for a few 
moments to allow the frenzied 
asynchronous beating of my 
hearts to slow down. It's hap- 
pened at last — the evil JR is 
finished! Oh anti-Rignallian 
glee! His champion reign Is at an 
end, and to celebrate some 
minion puts on the remix vers- 
ion of Relax. 

The ZZAP! Challenger Chris 
Powell has succeeded where so 
many others have failed and has 
well earned his prizes for this 
magnificent morning's work. 
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tim. He decides to play the freak- 
ish Victorian fictional detective 
Sherlock Holmes, and solve the 
mystery by sheer brain power 
and deduction. The clues follow 
thick and fast, but I calm myself 
In the knowledge that brain 
power at least is not a strong 
point In Rignall's being. Mean- 
while, Chris is content to replay 
Raid Over Merseyside in lieu of 
any deceased persons and also 
collects points. Rignall is edging 
up and reaches 34%, but to my 
delight gives up on the murder 
with only a few paltry clues left 
to go. Getting another video 
cassette he plays Cybernetic 
Breakout — and fails! I am in 
heaven! His score drops to 30%, 
whereas Chris has gone into the 
Reagan and Gorbachev spitting 
game with a 14% lead and 


emerges successfully with a 
staggering 51 % and the letters B 
and A up. I can hardly contain 
myself for fear that joy may lead 
to sadness as has so often hap- 
pened in these contests before. 

11.58Calamity! I thought too 
soon. Chris has another attempt 
at his favourite Raid Over 
Merseyside, but for some 
reason his concentration has 
slipped. It must be the sunshine 
on the video screen spoiling his 
aim. First he loses B, and then 
moments later the A goes as 
well. I am desolated, and I can 
see Rignall taking effete courage 
from this minor setback. 

And then I notice why the 
smug Rignall is smiling. He has 
taken advantage of a bug in the 
program and by turning on a 
light, entering a room, leaving it, 
turning the light off and entering 
again, he is clocking up points 
continuously. This Is too much 
even for my neural heat exch- 
ange overload system. He builds 
up his green bar and then gets a 
G and 34%. 

My young hero has not lost his 
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CHALLENGE 


THE SCORELORD 
SPEAKETH 


ACTION BIKER/CLUMSY COLIN 
(Mastertronic) 

263,128 Colin Hadely, Barnehurst, 
Kent 

253,569 Chris Davidson, Coventry 
250,218 Raymond Friel, Glasgow 

BLUE MAX (US Gold) 

24,750 Michael Woodman, 
LLansamlet, Swansea 
17,980 Philip Desmond, Chelmsford, 
Essex 

15,550 David Neale, Walsall, W 
Midlands 

BEACH HEAD (US Gold) 

838.200 Michael Chappell, Keht 

808.000 Peter Mason, Inverness 

756.000 Carlton Walls, Norwich 

BEACH HEAD II (US Gold) 

1.101.200 Julian Rignall, Z2AP! 

989.500 Gary Penn, ZZAP! 

BOUNTY BOB (US Gold) 

8,585,600 Kristin Keegan, 

Kilmarnoch, Ayrshire 

339.000 Michael Orwell, Bognor 
Regis, W. Sussex 

273,320 Andrew Grifo, Manchester 

CAD CAM WARRIOR (Taskset) 

6,175 Mark Coleman, Blackburn, 
Lancs L 

3,251 Philip Desmond, Chelmsford, 
Essex 

CONFUZiON (Incentive) 

21,870 Julian Rignall, ZZAP! 

CAULDRON (Palace) 

1,1 13,475 Simon Anforth, London 

160.000 Darren Smith, Suffolk 
31,250 Gary Penn, ZZAP! 

CHICKEN CHASE (Firebird) 

973,^25 D J Murray, Hoveringham, 
Notts 

923,643 Paul Yendall, Exeter, Devon 
630,891 Julian Rignall, ZZAP! 

CYBOTiRdN (Anirog) / 

3.652.500 Richard Barker, Leeds 

1.250.000 Stephen Blidgeon, 
Manchester 

436.200 James Thomas, Fishguard, 
Dyfed 

DEFENDER (Atarisoft) 

3,115,350 Ian Carrel, Langstone 
Hants 

3,005,675 Gareth Baron, Tyne and 
Wear. 3,000,150 Julian Rignall, ZZAP! 

DIG DUG (US Gold) 

879.500 Julian Rignall, ZZAP! 

175.000 Philip Desmond, Colchester, 
Essex 


DAVID'S MIDNIGHT MAGIC 
^ (Ariolasoft) 

***^ 1,342,310 M Watkins, Newport, 

; Gwent 

1,222,210 Malcolm Stretton, 
Berkhamstead, Herts 
K 598,530 Gary Penn, ZZAP! .. 

I , DROPZONE (UK Gold) 

" ' 3,246,980 M Orwefl, Boghbr Regis, W 
Sussex 

1,759,030 Gavin Talt, Glasgow 
i 1,560,500 Julian Rignall, ZZAP! 

’ EVIL DEAD (Palace) 

, 1 953,200 Stephen Jackson, 

' Northwich, Cheshire 

ENTOMBED (Ultimate) 

Finished 0.36 Mark Wilson, Newton 
Hall, Durham 

Finished 0.38 Gary Penn ZZAP! 
Finished 0.40 Julian Rignall, ZZAP! 

ENCOUNTER (Novagen) 

632.000 Julian Venus, Winchester 

506.500 Jason Mitchel, Inverclyde, - 
Scotland 

480.000 Stephen Blidgeon, 
Manchester 

FRANKIE GOES TO HOLLYWOOD 
(Ocean) 

86.600 Gary Penn, ZZAP! 

86,400 Julian RignalL, ZZAP! 

61.900 Chris Powell, Gosport, Hants 

FORT APOCALYPSE (US Gold) 

91 ,747 Paul Tweddel, Southport, 
|\/|prcp\/<;idp 

89,950Julian Rignall, ZZAP! 

89,540 Gareth Baron, Tyne and Wear 

FLIP AND FLOP (Statesoft) 

395.000 James Thorhas, Fishguard, 
Dyfed 

34,205 Darren Aylward, Dartford, 

Kent 

GYRUSS (Parker Bros) 

24,000,000 Jimbo Thomas, 

Fishguard, Dyfed 

1.860.900 William Love, Renfrew, 
Scotland 

1,784,550 JuHaji Rignall, ZZAP! 

GUARDIAN (Alligataj 

1,020,950 Julian Rignall, ZZAP! 

592.600 Andrew Moss, Coventry 

467,350 Khalid Mirza, London 

GHOStBUSTERS (Activision) 

52.000 Craig Dibble, Droitwich, t- 
Worcs 

46.500 Rachel Watson, Aberystwyth, 
Dyfed 

45.000 Warren Mrhton, Lutorr; Herts 

HYPERSPORTS (Imagine) 

153,938 Julian Rignall, ZZAP! 

145,165 Stuart Brewer, Manchester 
141,738 Philip Caul, Wirral, 
Merseyside . 


H. E.R.O. (Activision) 

I, 000,000 Mark Bonnar, East Lothian 

1,000,000 Andrew Carr, Doncaster 

1 ,000,000 Chris Hall, Tyne and Wear 

JUMPMAN (Epyx) 

1 56,300 Paul Campbell, N Ireland 

KONG STRIKES BACK (Ocean) 

2,07 1,210 Drew Rodger, 
Dunbartonshire, Scotland \ 
2,030,795 Jonathan Smith, Newport, 
Gwent . 

MONTY ON THE RUN (Greifnlin) 

7.000 Julian Rignall, Z^P! 

MR DO (US Gold) v — ^ 

4.652.600 Russell Marsh,, Mansfield, 
Notts 

4,612,500 Steven Bately, Llanelli, S 
Wales ** 

3.148.600 Tim Peggs, Scarborough, 

N Yorks 

NIGHT MISSION PINBALL 
(Broderbund) 

10.783.460 Julian Rignall, ZZAP! 
3;586,560 G^\y Penn, ZZAP! 

1,055,090 M O'Rielly, Rishton, Lancs 

PITFALL II (Activision) 

199.000 Mark Hardy, Norwich, 

Norfolk 

199,000 Mark Bishop, Hemmel 
Hempstead, Herts 

. 'x.. 

PASTFINDER (Activision) 

380,190 Jonathan Bethell, Eaton 
Bishop, Hereford , 

342,690 Paul Montague, Eaton 
Bishop, Hereford 
269,525 James Qallaghan, 
Skelmersdale, Lancs 

POLE POSITION (US Gold) 

134,650 Julian Rignall, ZZAP! 

130,360 Daniel Shannon, Boothahfl, 
York 

124.460 Andrew Ball, Gwent S Wales 

QUOVADIS (The Edge) 

2,967,100 Michael Bradshaw, . 
Gomeral, Cleckheaton 
2,759;650 Michael Shaw, Dunkin, 
Cheshire 

T665,80Ci Tom Mckee, Ross-Shire 

ROLANDS RAT RACE (Ocean) 

94,950 Beverley Turnbull, Colchester, 
Ess0x * 

47,400 Mark Taylor, Stanford-le- 
Hope, Essex > 

43,050 Gary Penn, ZZAP! ^ 

* , . J, . 

ROCK 'N' BOLT (Activision) 

$136,905.25 Gary/Julian (relay) 

ZZAP! 

$21 ,377.25 M O'Reilly, Rishton, Lancs 
$15,635.50 Steven Nock, Redditch 


RESCUE ON FRACTALUS 
(Activision) 

116,840 Gary Penn, ZZAP! 

82,260 Rachel Watson, Aberystwyth, 
Dyfed 

RAID ON BUNGELING BAV 
(Ariolasoft) 

1 1 1,300 Paul Riceman, Ilford, Essex 
86,850 Simon Perry, Woking, Surrey 

STAR WARS (Parker Bros) 

128,642,160 Richard Cosgrove, 
Arnold, Nottingham 
50,074,963 Paul Baker, Swindon, 
Wilts 

50,009,384 Julian Rignall, ZZZAP! 

SLINKY (US Gold) 

100,000,000 Julian Rignall, ZZAP! 

8,790,500 Jimbo Thomas Fishguard, 
Dyfed . 

918.000 Zeno Wi'nkens, Currucloe, 
Co. Vh/exford 

SUPER ZAXXON (US Gbid) 

55,900 Julian Rignall, ZZAP! 

SUPER PIPELINE II (Task Set) 

128,400 Warren Craigie, Edinbifrgh 

THING ON A SPRING (Gremlin 
Graphics) 

5,765 Rachel Watson, Aberystwyth, 
Dyfed 

4,536 Richard Andrews, Stoneleigh, 
Surrey 

3,750 Neill Cain, Stanford-le-Hope, 
Essex 

TOY BIZZARE (Activision) 

603,760 J Mclean, Rhondda, Mid 
Glam 

599,200 Philip Wilson, Belfast 
104,240 Gareth Baron, Tyne and 
Wear 

TRASHMAN (New Generation) 

27,628 David Barrington, WeSton- 
Super-Mare 

27,399 Stephen Watson, Birtley, Co 
Durham 

W'lZARD OF WOR (Commodore) 

345.000 Kevin Adamson, 
Peterborough 

202.000 Julian Rignall, ZZAP! 

98,800 Gary Penn, ZZAP! 

UP 'N' DOWN (US Gold) 

212,350 Rachel Watson, 
Aberystwyth, Dyfed 
198,830 Khamsin Toobi, 
Wolverhampton 
183,890 Michael Murray, 

Birmingham 


ZZAP! 64 October 1985 123 





I 

i 








i|ii|iipliiis»pii 


-•-A O V mX-;i'>-<;.‘v _■ ->-v«s-.i 




i'V: - 


IWW 

<'> •• y ‘'J^A s 


wPiP^P 


A'.<:y.-y-y.« 
^ ■y^*' 


;?i-y>' 




A'yy 

v>.\Vs‘ 


wM 


For October 1 985 


P? '!' 


%PP:<'< 


>.Wf> < 


»\*';-''' 1-'' ’■ • •• . 
' ' V ' 


V ^v< < ^ 

'i "■ - 

V?'> -'' Vv -' . ' ' 

1/A 

1. >'/*• T'iZ' W 

'UN' i " .';^ ' 

;S-;iippilsl^iS^||s 

vssiliipp^lKpl; 

P'sIPliPiMPiP 


Chart Voting Draw Winners 

W^hner: {£40 of software 


plus T-shirt) Philip Caul, Merseyside 
(ZZAP! T-shirt and cap): Amir tatit 

n Conning, Weymouth, Dorset DT4 

9jE8; Nfc^ uahArall-Smith, Church Minshull, Cheshire CW5 6EA 


.'»p 


^.••xn:-:v>x\s 


i-S-'tv’I.V.’ 


'^v'- ■• *” s ^ r >i sir’^'-'*' >'‘.!i‘\'< ' /■ " / '' 4 '' s -■. 

■P '■■'''< ■•\*i;," 'O'# .< J' ' ' p vv 




siPi 

■yo <i, 




•A<'»X- 


mK^mammKO^m 

WGOt0,£9.95cass 

i^iililBiliiiiil 




HOU.VWO(»I 

OCEAN, £9.%ca* 
ZllAPtmng^'^, 


;ji>:«:v¥xy 




liniii 

>:'.;?S*Xr:-i;'‘'::->?::.x;;;'>^<^ 
.vAv:w:-'>v.s-:<->'vM <•;•:•;< 


Poi.si t&V -^'N? 


iHil 






:W^^' 




Piiil 


(i^SjiimiiHiisfflii 




>, / •■/V 

A ^ \ < ^y<-‘'\ \ 


♦ZZAP! r 






■TV,->X 


•>va>;:;a>; 




pipilpp 


5**’§'v ^ ,>xA /<• 




- •• ^ ,. 'X v^ ^SNXV > V ^ ^'*'Z ir4> 

4.|^;OiDROPZON 

UK GOLD, £9.95,cass 

X22Aei,r^Mp:»ii 


CONIIWOOORE, 04.95 ROM 

tMi ii iliiMiligy- k-;:: , 


s-m 


22APrwting«%v| 


iS^fWKIK START 

MASTERTRONIC, £1.99 cass 
22AP! rating 90%. 


2&.r-;SKYFOX 

ARIOLASO0, £9.95 case 
22^! rating 91%'-;'..-v ',«. 


SSipsIte# 


^ 1 » ' 
'> ,: s ' 






^c^yy? 


16. {30} HYPERSPORTS 

IMAGINE, £8,95 cass 
Z2API rattng91% 


26. H LORDS OF lvm>NIGHT 

BlVONp,(m95,,^ kj-?. . jl&i;.; ;:^ 


'W^U%} 


»|! 


A 

•w*x;<«:- 






:,yv> 




a'vx>X- 


17. (1 1) GRIBBLY'S DAY OUf • 

HEWSON CONSULTANTS, 0.9S ca^ 
2ZAPI rating 90% ' 




’z'.-^^y'.^'y'y 


Vs{,,s/ 


BASEBALL 


*■ 


!c'^i;'"';5>'X'f;'<'>'' ; 


■ k" §w»t^' ’>''^ 't 'k,.5 

< i>'j£.w^c}^y ' ' 

y'<>> \ ^ 

' 






18.f f5/THEATRE EUROPE 

PSS, £9.95tass 'k- k-'i'', • ;''(& 

ZZAP! rating 94% , .o-' •;■,';,??!■ 












IRE (2%) 


m/2wsuMW 

EPYX £14.95rass 
ZZAPi rating^% 




4 six A f'i/j \ y 

Y'i> JV -r "'j"' 'k 


mm 


.y^V.sf' y <A ,-s 

'> ^*"y 






m. m} THING ON A SPWN0/^%iai^. ^ HOl^ES 

GREMLIN GRAPyiCS, £9;9g,^i^^;i^*«4f,®^|0l#:m.^"c%8.kf.k;> 
|;MP! rating 93% , 




•x*.«.% 




iiiisgiiiill 


J .V" ' ' 

* A./ f // , f 

■\ f<«>J;-/<.<;>;|?:;4-:X-.:;-; 

ij 


'!•>' X; 






' 't ' ; ' 

A •>■, V* •*. X.V.XV.'X^ < <XxA '■sv./'^ 






Every mi 
from the 


erson 


from the Dag; The winner Mm 
the form'belowr mmemh^rl| 
be released games'thitVl^® 
(S,M,L). Then send your form 

I ' . ,■ x' Ao);' '< ' < '' A 


kA ., 0 #''' ■• ■■•• :'^'' ^> '-^ '\ 'Ksv '< '"'>^< ' A 








> N^y X 


r < - 




' /' i 

y Z' 




'% x\ 


4v}ss 


* ' . 

:?^^>;^:-;vi.S;::::¥x:.>:i;kxK:i 






1 



EUDON 

COMPETITION 

To celebrate the fair beauty of 
EHdon from Orpheus, we asked 
you to produce an illustration, or 
photograph, of a scene of fairy 
land with fairies disporting 
themselves. There were just a 
couple of entries that had to be 
thrown straight out! The 
standard was generally very 
high and competition for the 
Kempston Formula One joystick 
fierce, as well asforthe specially 
produced limited edition games 
in wooden presentation boxes. 
Here goes then . . . 

Winner: S Jukes, Leamington Spa, 
Warwickshire, gets the joystick and a 
boxed copy of the game. 

Runners up; (each receive the limited 
edition boxed games) Robert Stone, 
Lowestoft NR32 3EA; Wayne Pearson, 
Stockton-on-Tees, Cleveland; David 
Milburn, Durham DH1 1PB; PA Cooper, 
Ashby-de-la-Zouch, Leics LE6 5WD; 
Richard Evans, West Bridgford, Notts NG2 
5HU; Carolyn Hewitson, Cleveland TS19 
7EA; Bhavesh Rajani, Stockport SK4 4DE; 
Ian McAuliffe, Harpenden, Herts AL5 2LL; 
and Sharon Cann, Essex SS8 8DD 


AAH.' 

Wxv 

OlAWT.' 


WAYOFTHE 
EXPLODING FIST 


This excellent game from 
Melbourne House resulted in 
the biggest response to a 
competition we have run yet, 
with well over 5,000 entries 
before counting gave up! The 
hundred winners of the 
wordsquare, each receive a 
copy of the game, with the 
outright winner receiving a 
super, full karate outfit. 


Winner: Mark Abbs, Mansfield, Notts, 
NG19 OHJ, gets the karate outfit and a copy 
of Exploding Fist 

Runners up: Francis Aguado, London, W9; 
Simon Austen, East Sussex, BN3 3PL; Paul 
Bagot, Plaistow, E13 8JW; Mark Bagshaw, 
Staffs, WS15 4AH; Roy Baker, Jersey, 
Channel Islands; Adam Balcombe, 
Birmingham, B30 1AE; S Barnes, Suffolk 
IP31 3RX; Matthew Bear, Hull, HU14 3JB; 
Mark Blaxeley, Derbyshire S45 9JT; 
Jonathan Boe, Staffs, SMO 4AT; Dermot 
Bolger, Merseyside, L44 3AN; Michael 
Bradshaw, W Yorks BD19 4RL; Ian 
Brimacombe, Devon PL54HH; John Burke, 
Birmingham, B37 6UF; Stephen Burns, 
Paisley, PA1 1TH; Ross Bushby, Surrey, 
SM3 9UG; Stephen Cathcart, Surrey, GU9 
9AU; Gary Chandler, Middx, TW5 9BD; 
Christian Counsell, Norfolk, NR31 6EW; Ian 
Cullen, Avon, BS233PJ; Fraser Dalby, 
York, Y03 6YZ; lain Dick, Edinburgh, EH11 
3NN; Jason Dunstan, Plumstead, SE18 
1LA; JH Dyson, Gwyned, LL56 4JX; Gary 
Eden, Leicester, LE7 8XT; Mark Edge, 
Norfolk, NR22 6AB; Jason Edwards, 
Shoebury, SS3 9UU; D Eland, HMS M Otus, 
BFPO Ships, London, B D Everingham, 
Essex, RM3 9XB; Andrew Foster, West 
Yorks, BD21 4QU, K R Gibson, 
Birmingham, B76 6NZ; Jeremy Gidley, 
Nothants, NN10 OSY; Charnjit Gill, 
Leicester, LE5 4HE; Paul Glendenning, 
Tyne & Wear, SR3 1UP; Lee Goddard, 


ENSURE YOUR 
REGULAR 

COPYOFZZAP! 64 

V A V 

When a magazine is rising in circulation (being new, ZZAP! 
is doing this) and so sells out immediately, you may 
experience difficulty In obtaining your copy every month. 

So the best thing to do is place a regular order with your 
local newsagent, which you can do by handing him this 
form. 

r Please place me a regular monthly order for a 

ZZAP! 64 Magazine. ” 

■ ■ 

■ Name ■ 

Address | 


To the Newsagent: 

ZZAP! 64 Magazine Is published in the middle of every 
month by Newsfield Ltd, 1-2 King Street, Ludlow, 
Shropshire SYS 1AQ. Tel: 05845851, and distributed to the 
newstrade by COMAG (08954 44055). Please check with 
the publishers if you have any difficulties In obtaining 
supply. 
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Essex, SSO 9TH; Paul Goldsmith, Norfolk, 
NR11 8SR; M A Grech, Kent, ME8 OJA; 
Matthew Green, W Yorks, HD7 9LS; J 
Greensted, KT8 9TN; John Gregson, Lancs, 
PR4 5PD; Bill Griffiths, West Midlands, B92 
OBZ; Timothy Haytes, Berks, RG14 6LH; 
Andrew T Heath, Cheshire, CWO OEJ; Mark 
Hewett, Essex, SS1 3ST; Stephen Hiscox, 
Gwent, NP3 4RD; Simon Hudson, W Yorks, 
HD8 81%; William Humphries, W Midlands, 
WV8 2DB; Sukhdave Hunjan, Leeds, LS17 
BAB; Ian Crowther, Suffolk, IP33 2EX; 
Justin Jones; Manchester, M35 9JP; Steve 
Jones, Portsmouth, P02 8BJ; Richard 
Knox, Co Antrim, BT40 1BZ; J Lamont, 
Essex, IG62BW; Hun Lee, London, N1 QJH; 
David Lee, London NW7 2QL; Adrian Lee, 

W Yorks, WF3 1 DF; Ronnie Lee, Hants, P02 
OUF; Alexis Lewis, Cardiff, CF2 5BN; Hilton 
Lindo, Middx, UB82EY; Stephen Linfitt, S 
Humberside, DN35 OLX; Simon Lord, 
Oxford, 0X5 1AG; Rajeev Mallipeddi, 

Berks, RG12 3TT; David Martin, Berks, 

RG13 2EF; Colin McGee, Co Tyrone, BT71 
4LL; Adrian Millward, Hants, GU11 1UP; 
Jonathan Milroy, Co Durham, DL13 5EF; 
Paul Mitchell, Brooklands, M33 3AR; Huw 
Morgan, Kent, TN9 2NG; William Murray, 
Middlesex, TW1 3AE; Colin Neale, London; 
Julian Owen, Staffs, WS15 IBB; Jeremy 
Pardon, Abingdon, Oxon; Paul McNerney, ■ 
Merseyside, L20 6HN; John Payne, 
Sheffield, S10 1RE, Roy Peters, London E5 
9PL; Elliott Philp, Essex, SS15 4AU; Steven 
Pringle, Tyne & Wear, NE38 7RF; Mark 
Reece, Aldershot, Hants; Michael 
Richardson, Suffolk, IP1 1 8NX; Ian Roberts, 
Clwyd, LL29 8UN; Paul Rogers, Clywyd, 
LL13 ONP; Roderick Ross, Herts, EN11 
9NQ; Craig Slater, W Midlands, WY14 
9UU; Wayne Smith, Manchester, M22 6HZ; 
Andrew Smith, W Midlands, DY6 9PP; M 
Smith, Glos, GL51 6BP; Kerr Stewart, 

Herts, AL4 9UL; Robert Sutton, Surrey GU9 
7QN; Ben Sutton, W Sussex, RH104JT; 
Mark Swallow, Lancs, M29 9NJ; Andrew 
Tate, Perthshire, FK159DY; Stuart 
Taverner, Cleveland, TS9 5DD; Reza 
Tootoonchian, London, N3 2TA; Martin 
Trezise, S Yorks, S65 2TP; William Waugh, 
South Queensferry, EH30 9RW; David 
Webb, Gwent, NP44 5SW; Paul White, Co 
Kildare, Eire; Toby Wiggins, Dorset, BH19 
1EE; Daniel Wilcox, London NW6 6LJ 


NON-SWEATY 

DEPT 

Otherwise known as the 
HYPERSPORTS COMPETITION. 

We wanted you to come up with 
some comfortable armchair 
sports ideas, and the 50 best 
would each receive a copy of 
Imagine's latest Sizzler game. 

The winners were: 

Marco Apap, Hants, GU14 OAZ; James 
Atkins, Hants, P048HX; Russell Baker, 
Surrey, GUI 7 8PE; Lee Basannavar, 
Surrey, KT12 2RH; Paul Basham, Essex, IG3 
9DB; Joe Belso, Devon, EX6 7NA; David 


Beyless, Leiceser, LE4 7ZH; Richard Butler, 
W Yorks, LS28 5SB; David Buttery, W 
Midlands, B69 1PW; Jason Clarke, 
Norwich, Norfolk; Mrs O D Cunniff, London 
W10; Royston Davidson, Birmingham, B31 
3ND; Chris Dickson, Surrey, KT19 8SW; 
Jonathan Dyson, Leicester, LE2 3GD; 
David Fairweather, Lancs, BB3 3AZ; Ken 
Field, Nottingham, NG2 7FW; Mark 
Gledhill, W Yorks, LS22 4XN; Marc 
Harding, Hants, RG27 8SE; Mark Hayles, 
Esse x, C 0 16 8YB; Jose Huertas, Bristol, 
BS6 7TT; Paul Jackson, W Yorks, LS22 
4QQ, Gary Kilby, Cambs, PE17 6YD; Rajiv 
Kumar, Warrington, WA2 OEN; 
Christopher Labrey, Cheshire, SK9 5JU; 
Stephen Langley, Shropshire, TF10 7SD; 
Sui Hung Lee, London N1 OJH; Colin Lister, 
Fife, KY12 8DX; Dean Long, Lancs, WN4 
8UD; Richard Luke; Surrey, KT2 5NL; 
Carlos Maxwell, London W10 6UA; 
Thomas McDermid, Scotland, PA15 2RA; 
Neil McNicholl, Co Londonderry, BT46 
5UX; Jeff Milner, Leicester, LE47FX; Jason 
O'Neill, Birmingham, B17 9EW; Nicholas 
Owens, Clwyd; J A Palmer, Wisbech, 
Cambs; R Panesar, Derby, DE2 9FP; Lee 
Purvin, Birmingham, B37 7UA; Damon 
Querry, Tyne & Wear, SR4 7QD; Martyn 


Robertson, Staffs, DE11 8AA; Andrew 
Shellard, Leicester, LE9 5DE; D Simpson, 
Herts, HP2 5HJ; Jaspid Singh, Leicester, 
LE^ 7PG; Scott Teideman, Berks, RG12 
4JL; Martin Thompson, Peterborough, PE4 
6TE; Hayden Tillett, Kent, DAB IHZ; James 
Townend, Northumberland, NE23 6JF; 
Gwern Tudur, Dyfed, SY23 4HZ; David 
John Washer, Middx, HA9 9SL; Derick 
Wass, Middx, HA4 OAS 


WALLY WEEK 
PACK 

COMPETITION 


Mikro-Gen were offering 25 
packs of the complete Wally set, 
Automania, Pyjamarama, 
Everyone's a Wally and 
Herbert's Dummy Run to the 
first correct anwers to the daft 
questions Wally asked. The 
winners: 


Tariq Affara, London SW7 4PD; 
Anonymous (!), 15 Grange Valley, 
Ballymena, Co Antrim, N Ireland; Amanda 
Bielby, Hull, N Humberside; Mike 
Clitherow; Devon, PL21 ORP; Chris Cotton, 
Northants, NN11 5HT; Seb Geddes, 
Dunbeath, KW6 SET ; John Gillard, Essex, 
RMt4 3YZ; S F Guild, Berks, RG6 3UB; 
Matthew Hobbs, Surrey, GUI 5 2DH; 
Steven Howard, Suffolk, NR32 2DD; B V 
Kent, Birmingham, B9 5NY; J T Lowe, W 
Midlands, WV5 OAH; Martin McSharry, 
London NW2 4BJ; Paul Neve, Herts, WD6 
5HY; J A Pairner, Wisbech, Cambs; J G 
Reeves, Birmingham, B27 6JG; Gary 
Robinson, Berks, SL2 1QB; Jason Rogers, 
Cleveland, TS11 8HF; Simon Ambridge, 
Suffolk, IP17 3HD; Paul Snowden, York, 
Y03 8EZ; Philip Sykes, Cheshire, SK8 3NU; 
M R Taylor, Cheshire, SK10 4XB; Ian Wally, 
Glos, GL52 SAX; Edmund Ward, W 
Midlands, B93 8LD; Mark Young, Essex, 
RM13 7UA 


We're still waiting final 
confirmation of the winner to 
the Firebird Elite competition, 
but there have been some 
results in now. More next 
month. Similarly, the Jack 
Charlton's Match Fishing from 
Alligata is still up and running. 


How to enter your challenge 

1. State games and scores clearly on the form provided (or a close 
copy). You can give fewer than four games if you wish. 

2. State level achieved at the end of each game, either the wave 
number (if possfele), rating or some indication of how far you went 
into the game along with the time taken to complete the game. 

3. in the space provided write further details about the game which 
might help to confirm your score. If it's an arcade adventure then 


write the percentage and if it has a time limit or bonus then state 
how long was left and what bonus was awarded. Other details 
include things lice the game crashing because of the high-score 
achieved or whether the game resets at aoertain point. Any crther 
relevant details will be useful. 

5. Post your entry to: Zzap Challenge, Zzap! 64, 1 Church Terrace, 
Yeovil, Somerset BA20 1HX. 



ZZAP! 64 TOP 30 VOTING COUPON 


(Please write in block capitals) 

Name 

Address 


Postcode 


l^am voting for the following five games: 

2 

3 

4 

5 


If I win the £40 worth of software, the games I would like are: 
Game (and software house) 

My T-shirt size is S/M/L 


ZZAP! TOP 30, PO BOX 10, LUDLOW, 
SHROPSHIRE SY8 1DB 



UMBERING- 
UP FaRTHE 
N6cr ISSUE... 
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ns SOON RS THE 
RRCflPIR HIT THE 
HIR, HLIEN LIFE 
V INVRPEO HER- 


IT,,, IT'S ^ 
HORRIBLE ! 
WHRT IS IT,^ 
WHRT'S 
HnPPENEO 
< TO SOU ? A 


SOU lA/RNT 
TO KNOW 
, WHRT 1 
^RM? ^ 


-THE FOR/V\ 

15 one we 

HRVE NEVER 
MET 

^.BEFORE /// ^ 


THIS 
IS WHRT I 
. RM.' . 








^ — CROSS WRS ^ 

HLRERPV CLINICRLLS' PERP 
WHEN WE WERE 'INVRPEP', 

I SENSEP THE INVHPERS 
, IMMEPIRTELV - R SILICON 
BRSEP FORM/ SIMILRR 
TO VIRUSES - THERE ARE 
.COUNTLESS NUMBERS OIF< 
L. THEM IN THE RIR, 


1 RM-WRS- 

THE RRCRPIR'S 

COMPUTER - 


^ -WITH ^ 
^ the SILICON 
VIRUS MRTEP 
TO ME, 1 BECAME 
. SO MUCH 
S MORE THAN . 


/„ I AM R UVIN& ENT I TS' 
WITH THE WILL TO SURVIVE / 
SO I LORPEP ALL MV INFORMATION 
r INTO VIRUS CELLS RNP CRRWLEP 
ACROSS WHRT WAS LEFT OF 
THE niR INTO CROSS' BOPS', 


WE ARE, ■ 

after All 
M flPE OF THE 

SAME 

. MflTEKlRL,y 


BUT 1 PIP MORE 
THAN OUST SENSE 
THEM — 1 MER&EP 
^WITH THEM, ^ 


^ THES' ^ 
INVRPEP 
EVERV ATOM 
k. OFAAE - . 










1 i 


A#" t ^91 


\ 
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Marooned on one world of a great unknown Dyson Sphere behaviour arouses the suspicions of Jin Kimas. The 

solar system, the survivors from the Starship "Arcadia'' answer to the puzzle is one that Kimas wished she had 

are led by ship's officer Cross. But Cross' strange never sought . . 




THE VIRUS CON ENTER HUMAN N, 
CELLS BUT CHOOSES NOT TO 
SINCE IT CANNOT COMMUNICATE 
WITH THEM. WITH ME IN THE 
CIRCUIT IT COUUO -SO I USEP 
IT TO STOP THE PECH>/ IN > 
CROSS/ I RE-BUILT THE , — ^ 


f COMPLETE MV N 
ORIGINAL PROGRRM- 

I MUST SET MV 
PASSENGERS 

T(0 PCIDTU 

PO VOU unperstanp 
^ that? PO Vou J 
L UNDERSTAND / 

ME? 


? VES / ^ 

I PO - ANP 
IWILL HELP 
VOU/ BUT TELL 
NO-ONE WHAT 
VOU HAVE 
V OUST TOLP> 
ME — ^ 


ONE OF 'EM 
WON'T 
COME OUT/^ 


COME ON, VOU ^ 
PUMB COLLECTION 
OF MRL-PROGRHfAMEP 

► BITSwPnVUP/^ 


THEV 

WOULD NOT 
UNPERSTANP 


> MR. CROSS -OVER HERE 

WE'VE RESCUEP THE OTHERS 
FROM THE ENTERTAINMENTS 
SECTION- BUT WEVE GOT JT 

N A PROBLEM,,, ✓ ^ 



^ THIS .. 

^ IS NOT FRIVOLOUS 

GAMBLING, PBL, THIS 15 SERIOUS 
GAMBLING, BEEN PLAVING THIS 
.DEVICE SINCE I CAME ON BOARD 
^ ANP IT'S OUST ABOUT TO/// 


LEAVE HERE IMMEPlHTELVi 

there IS NO TIME TO WASTE 
ON FRIVOLOUS GAMBLING,// 


VOU HAVE TUST 
SURVIVED 9 
DISASTROUS 
CRASH ANP ALL 
You ARE 

CONCERNED ABOUT 
IS GETTING 
USELESS MONEY 
FROM A 
MACHINE? 


aOSEF P MHNPRELL IS 

NEVER CONCERNED WITH 
•OBTAINING MONEY/// 
ONLY with winning — 
WHAT'S VOUR GAME, PAL? 


SURVIVAL, 

^OSEF P MANPRELL 
AND IT IS NOT A GAME,'’ 
SO GET OUT OF- HERE 
AND GET TO WORK 
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LON&SHOT, EH? 
OH/ WELL / 

, I'LL BU*? ^ 
V THAT/ / 


eifflME SOME Ot>PS ON 
THIS SURVIVAL SCHM/ 
WHflT CHFINCE UJE 
&OT? ^ nr — 


CROSS DROVE THE SURVIVORS HARD 
FOOD VWnS SRLVfl&EP FRO(Y\ WHflT 
REMfllNEP OF THE STORES/ VEHICLES 

improviser from servicing 

EQUIPMENT UNTIL AT LflSTTHEV 
SET OUT-// 


///TREKKIN& RCROSS 
THE HHRSH TERRAIN 
IN SEARCH OF SOME - 
THING -RNVTHIN& — 
TO flip THEIR escape 


Soon thev found a bare, 

DESERTED VILLAGE , 

CROSS, KIMR5 AND MflNDRELL 
INVEST! &RTED HLONE /// 


^ e/wPTV'/ ^ 

NOTHING FDR US 
HERE/ ^ 


^ NO/ ^ 
THERE IS 
SOMETHING 


' — ! SENSE 
RN&ER, ANCIENT 
. BITTERNESS-// 


PBflTH 




1: , v... . 


. '--..v. - ■ ' 

-■ ' -J 


- 


‘<4 



CAME ^ 
^ FROM THERE - 
THAT HUT- 
CLRSSIFV HOSTILE 
. RETURN 
^^FIRE/ ^ 


GBT 

POWNi 


WAIT/ 

THE THREAT 
IS 

GONE/// ^ 


STORY BY KELVIN GOSNELL© 
DRAWN BY OLIVER FREY® 
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WE NEEP n VESSEU TO 
TO TAKE US OFF VOUR 
WORLP, THERE MUST BE 
^ SHIPS TD TRAVEL 
^ BETWEEN THE PLANETS 
lb OFTHIS SVSTEm/ 
nL HRE THERE 

STARSHIPS TOO 


WE SEEK ONLV 
INFORMATION 

FROM vou / we 

WILL GIVE VOU 
FOOD IN ^ 
RETURN/ 


^ MIGHT ^ 
flS WELL GET 
ON WITH IT 
flNP 

L KILL ME / ^ 


r^WHV PO^ 
VOU BTTflDK 

us,olp man? 

WE MERNVOU 
^ NO HARM/ ^ 


^ STRHN&ERS ^ 

^ flLWRVS MEAN HARM; 
'TlSTHEWflV OF THINGS 
REST OF THE PEOFIE 

Flep when we SHW 

VOU COMING, LEFT 
ME HERE. —TOO SICK 
V TOWflLKBNPTOO 
\ OLP TO BERFRHIP- 


HE'S OFF HIS 
, GOLiRP/ 

V CROSS ///^ 


BUT I FERR TH£ 
PRlESTriOOp EVEN LESS > 
THRN 1 FERR VlL&flRRE’S 
HORPES,' IF Vou WISH TO 
SPERK BLRSPHEMV, THEN . 
I WILL aOIN VOU 


^ QUIET, 

MRNPRELL 


STARSHIP - 

~ 'TIS n WORP I HAVE ^ 
NOT HEARS SINCE AAV YOUTH 
WE USER TD SHV IT TO 
w RNNOV OUR ELPERS, 

V BUT THINGS CHANGE- , 

V >s BLASPHEMY ^ 

NOW,,, ^ 


TELL U5 WHAT 
VOU KNOW, OLP MAN. 
TELL US THIS BLASPHEMY, 


H FEW MILES RWHV 
THERE WHS OTHER- 
MORE VIOLENT— 
TALK OF blasphemy, 


You SEE -HE HAS A HOPELESS 
CASE OF CREATlONST ^ 
PELUSIO NS, EVIL POWERS 
COMMHNP HIS SOUL , 

HE MUST BE 
PURIFIEP,' 


VDU 

r SAY VOU CAME 
HERE ON A 
VESSEU OUT OF 

'SPACE' ? 
k VfeTVOUSHW , 
II NO G0P5 ?A 


^ -S'Rl&HT/ ^ 

SHIP CRASHED - 
N-NO &OPS OUT 
THERE -3US' SPACE,' 
P-PLEASE PON'T hit 
L ME AGAIN,,/ ^ 


BUT I 

^ / ' WILL TORTURE 

Y" ' THE last PROP OF 
A information .FROM HIM 

— A BEFORE I LET VOU 

REMOVE HIS INNARPS FOR 
PURIFICATION', AAR ARCHBISHOP/ 


■ VERY WELL - 

" PREPARE THE KNIVES 
PNP OTHER INSTRUMENTS 

FOR THE CEREMONY,/ 


More thrills and gruesome 
spills next month! 
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WHSMITH,^ 


Imagine Software is available from 


LASKYS, Rumbelows,(3reens 


lOonami 


John Menzies 


Spectrum Shops and all good dealers. 

Imagine Software ( 1 984) Limited *6 Central Street* Manchester M2 5NS*Tel; 061 834 3939*Telex; 669977 




See and hear all the action. Here is the first simulation to include 
realistic high quality speech from your computer. Bad weather, 
m-flight emergencies and instrument failures provide an 
ever-changing environment. Twenty aircraft could be calling 
you, all vying for one runway! Hear their radio calls 
and your broadcasts in high quality speech! The safety of 
passengers is in your hands as you guide jet airliners and 
Concorde to their destinations! 

DON'T FORGET THESE OTHER SIMULATIONS 
FROM MICROPROSE: 


U.S. Gold Limited, Unit 10, The Parkway 
Industrial Centre, Heneage St, Birmingham B7 4LY. 
Telephone: 021-359 8881. Telex: 337268. 












